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THE RERDmE FILE 


The master o^ Orion 3CD-RQm game has a Readme file oihere you can vieu 
both the License Agreement and updated information about the game. To vieu 
this file, double-clich on that file in the mosfer of Onor? 5 directory found on your 
hard drive (usually C:\Program FilesMnfogrames InteractiveX master of Orion 3). 
You can also vieu the Readme file by first cliching on the START button on your 
tJLlin38/me/2000/HP toshboi; then on Programs, then on Infogromes Interactive, 
then on master of Orion 3, and finally on the Readme file item. tUe strongly 
encourage you to tohe the time to read this file in order to get the benefit of 
changes mode after this manual cuent to print. 

SVSTEm REQUIREmERTS 

Operating System: UJindoijJs* 38/me/2000/HP 

Processor: Pentium* II 300 mHz or higher 

memory: 128 me RAm 

Hard Dish Space: 800 mB Free 

CD-ROm Drive: 8H Speed 

Video: tUindouus* 38/me/2000/HP-compotible 

video cord* (800 h 600 h 16 bit) 

Sound: UJindoijJs* 38/me/2000/HP-compotible sound cord* 

multiplayer: TCP/IP (LAA or Internet) 

modern: 56h or higher for Internet ploy 

DirectH* DirectH* version 8.1 (included) or higher 

Controllers: mouse/heyboord 

* Indicates device should be compatible with DirectH* version 8.1 or higher. 

SETUP RRD inSTRLLRTIOn 

1. start tUindoujs* 38/me/2000/HP 

2. Insert the master of Orion 3CD-R0m gome disc 1 into your CD-ROm drive. 

3. If AutoPloy is enabled, o title screen should appear. If AutoPloy is not enabled, 
double-clich on the "my Computer" icon on your lJLlin38/me/2000/HP desh- 
top. Rent, double-clich on your CD-ROm icon to install the gome. If the install 
screen still does not appear at this point, double-clich on the "setup.ene" file 
in the root folder of the master of Orion 3 gome disc. 

Follouj the remainder of the on-screen instructions to finish installing the 
master of Orion 3 CD-ROm gome. 

5. Once installation is complete, clich on the Start button on the 
tUin38/me/2000/HP toshbor and choose Progroms/lnfogromes 
Interactive/master of Orion 3/master of Orion 3 to start the gome. 

note: You must hove the master of Orion 3 game disc 1 in your CD-ROm 
drive to ploy. 









inSTRLlRTIOn OF DIRECTK® 

The master ot Orion 3CD-R0m requires DirectH* 8.1 or higher in order to run. If 
you do not hove DirectH* 8.1 or higher installed on your computei; clich "Yes" 
cjhen ashed if you uould lihe to install it. 

THE ORIOn SECTOR PART I 

CEI1TER ORE 

The native name of this system is lost 

to time, and nouu is remembered only 
by the cold moniher "Center One." 

Situated in the Galactic Core near an 
unstable cuormhole nenus. Center One 
gave rise to a unique civilization, a 
combination of the systems original 
inhabitants and numerous visitors from 
other systems aiho, trapped by the 
unpredictable effects of the nenus, 
chose to stay there rather than gamble 
cjith its capricious nature. In this oiay. Center Ones original civilization blos- 
somed into a multi-species culture, diverse in ideas, sciences, beliefs, and lan- 
guage. 

The oiormhole nenus uas a curious affaii; a single point that orbited Center Ones 
star (often referred to as Solarus, "the first sun") in a highly elliptical orbit. That 
point served as the endpoint for many other uuormholes throughout the galany. 
Houuevei; traveling through that point led not to a fined destination, but rather to 
ever-changing locations that even the most advanced calculating machines of the 
time could not predict uith any accuracy, fill that ujas hnoun for certain cjas that 
nothing that entered or left the nenus ever returned from uuhence it came. 

The presence of the nenus accelerated the natural aging process of Solarus, 
but at such a slooi rate as to go unnoticed by local astrophysicists. Only aihen 
Center Oneb ruling factions determined that the best solution to eliminating 
Icriminals and undesirable elements from their society uuas by sending them on 
a one-uuay trip through the nenus did the suns degeneration become evident. 
Thousands of massive "enile" ships oiere dispatched in this manner; carrying aiith 
them the undesirables of Center One society and enough resources to heep 
them alive and uuell until they landed, theoretically. But this increase in usage of 
the ujormhole nenus led to its oun increased instability, and through that, the 
destabilization of Solarus itself to the point uuhere it began its final countdoun 
to nova a feuu billion years early. tUith barely a century to spare. Center Ones 
civilization faced total annihilation. 

The government sponsored several programs to create giant colony ships 
capable of carrying its people to safety through the oiormhole nenus, ironically 
follooing the outcasts that they themselves had deemed "undesirable!' Other 
independent factions oorhed on their oon to create similar ships. Dozens 
oere launched before Center One finally vanished in its suns death cry. 



Though future historians oould often speculate on the precise location of 
Center One, more pressing events put such studies on hold until they became 
nothing more than fodder for authors of speculative fiction. 


Historical note: One of the unique achievements of the Center One civilization uuas the establishment of 
a calendar based not only on the revolution of its primary planet around Solarus, but on the position of 
the ujormhole newus as ujell. Rs a result of this. Center One "cycles" ujere of variable length, from one to 
tujo Human years in duration. The mathematical formula for calculating the length of these cycles ujas 
ewtremely precise and alloujed far the determination of cyclical lengths thousands of cycles in advance. For 
the purpose of historical consistency, this record ujill use 1 GC (Galactic Cycle) as the year that the Center 
One star nient nova. 0 GC is the year prior to that, and years before then are measured in negative GC 


Historical note: One of the many species that inhabited the Center One system ujas less heterogeneous 
than most. This group occupied a terraformed moon and interacted little ujith the rest of Center One 
society. They ujere, horuevec entremely intelligent and equally militant, providing the system ujith a local 
defense force and occasionally participating in large-scale research projects, including studies of the 
ujormhole newus. This species ujould one day be called flntarans. They themselves ujere the creation 
of another; older race that had deliberately sent them to Center One for reasons yet unhnoujn... 


THE EHODUS 


It is estimated that over a hundred million people left Center One before its 
destruction, uuhether oiillingly or untuillingly. Those forced out by governmental 
relocation programs oiere hnoojn os the CHlIes, ujhile those oiho ojent in the 
evacuation ships oiere remembered os the traveler tribes, or just Travelers. The 
journeys of the Travelers became the stuff of legends among the tribes, even os 
the tribulations of the CHiles became their mythologies, flot everyone oiho left 
Center One made it to safety; many colony ships ojere lost before ever finding 
safe haven, and many others started colonies that failed and faded oojoy. 


The CHiles ojere fortunate, in o sense. They oiere sent through the ojormhole 
before its instability greoi to dangerously erratic levels, and ojere deposited 
ojithin 0 concentrated area of space on the other side of the Galactic Core. 
Some oiere even luchy enough to end up in the some systems together. 
Regardless, they tooh several centuries to establish themselves on o score of 
neighboring systems in the galactic core, and using sloojer-thon -light (STL) 
drives and some stable ojormholes managed to reunite and form o clannish 
empire. This organization of CHiles oios government at its most basic, barely o 
step above anarchy, for they oiere oil criminals, dissidents, rogues, and other 
unoionted members of Center Oneb "elite" society. But they oiere united by 
their common situation, and they oiere hungry for revenge against those ojho 
hod cost them out. It drove them to prosper os best os possible, and from 
there, build up o force that ojould one day strihe bach at their oppressors. 
They named the central star in their empire mizor; after o mythological God of 
Vengeance, and called themselves the mizora. 


The Travelers oiere better equipped and prepared than the Cniles, and 
therefore ojhen they settled on their neoj homeojorlds, they oiere able to 
quichly establish colonies and secure their positions. Hooiever, as many of 
them passed through the oiormhole toojord the end of its life span (it ojos 
destroyed oihen Solarus finally ojent novo), the random distribution pattern 
of the nenus scattered them much farther opart than the mizoro ojere. 
Furthei; the majority of them ended up in one of the goloHy's spiral arms, 
ojhere the loujer stellar density slooied doom enplorotion of local space. 


*1 



remains of failed Traveler groups: others discovered primitive species uho aiere 
nouuhere near as advanced as they themselves uere. 

Historical Rote: It ujas fortunate that, during this time of FTL enpansioh, the mizara had hot get 
discovered the secrets to FTL travel. This is not surprising, for the majoritg of the original population of 
the fragmehted mizara colonies consisted of the ewtreme looier class of societg, not the most 
brilliant of scientists and engineers, fls a result, their sciehtific progress mas considerably sloujer and 
ujeaher than that of the other Travelers. 
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CHAPTER ORE; OVERVIEUI 

inTRODUCTIOn 

Toienty thousand Galactic Cycles have passed since a supernova annihilated 
the diverse, multi-species culture of Center One. Over a hundred million sen- 
tient beings are believed to have left Center One before its destruction, oihether 
cjillingly or unujillingly. These eniles and travelers spread out across their arm of 
the galany, and planted the seeds from cuhich many pooierful spacefaring civiliza- 
tions evolved. 

Over the course of eons, these civilizations enplored vast ranges of interstellar 
space, enpanded, and fought bitter cuars of conquest, many have fallen, and to 
those Luho remain the tales of the Elder Civilizations such as the Orions are 
mere myths, distant echoes of cjhat might have been. 

Yet the footprints of the Orions do remain, uaiting for those inquisitive and 
persistent enough to find them. Artifacts of great pooiei; and secrets pooierful 
enough to transform entire civilizations, aoiait those uuho explore this storied 
part of the galoHy. Other Elder Civilizations also enist, and beyond them, deep 
in the Galactic Core, another pooler groojs sloojiy but surely. Are you prepared 
to become the master of Orion, and to discover the truth behind the Orion 
Sector ond its inhabitants? 

ULlelcome to the ojorld of master of Orion 3. Your journey begins here. 
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Select Star or Bring up Tash Force Assembly 

Left-clich on Star 

Go to System Survey Screen 

Double Left-clich 
on Star 

Go to Selected Planet 

Double Left-clich on 
Planet on the System 
Survey Screen 

Pan mop Left/Right/Up/Doiiin 

move mouse Pointer to 
Screen Borders 

Pitch mop Up/Douun 

Right-clich and Flold, 
move mouse Up/Douun 

Rotate mop Left/Right 

Right-clich and Flold, 
move mouse Left/Right 

Zoom mop In/Out 

mouse tUheel 
Foriiiord/Bach 
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1 Cancel any Open tUindoiii 
i Go bach one screen 
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- (minus hey) 
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+ (plus hey) 

Pan map Left/Right/Up/Doiiin 
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Cancel any Open LUindoiii 

Go bach one screen 

Ouit only from the main Golony mop 

ESCAPE 

Center on Flomeuuorld 

H 

Cycle Foriiiord/Bochujard Through tinoiiin Star Systems 

S/SHIFT+S 

Cycle Foriiiard/Bachuuard Through Colonized Star Systems 

C/SHIFT+C 

Cycle Foruuord/Bochuuord Through Fleets 

SHIFT+F 

Toggle Distance betiiieen 2 star systems on/off. Clich on 
Star and then move cursor over another star to 
see distance betiiieen the tuuo. 

D 

Process Turn 

EhTER/RETURh 

Situation Report. Press once to bring up, again to go aujay. 

Spacebar 

Galactic Encyclopedia. Press once to bring up, again to go aujag 

FI 

Technology Screen. Press once to bring up, again to go aujag 

F2 

Finance Screen. Press once to bring up, again to go aujag 

F3 

Empire Screen. Press once to bring up, again to go aujag 

F4 

Personnel Screen. Press once to bring up, again to go aujag 

F5 

Foreign Office Screen. Press once to bring up, again to go aujag 

F6 


Planets Screen. Press once to bring up, again to go aiuay 


F7 


Ship Design Screen. Press once to bring up, again to go aujag F8 

Victory Screen. Press once to bring up, again to go auiag F9 

Toggle Through Panels (F2-F9 Screens) 

TAB 

Toggle Star Lane Borders On/Off 

B(/) 

Toggle tUormholes On/Off 

tLI 

Toggle flebula On/Off 

n 

Toggle Fleet Icons On/Off 

F 

Go to GaloHy map 

G 

normalize Rotation 

Enter 

normalize Rotation, Zoom and Scroll 

Shift+Enter 

SPRCE COIT1BRT 


ISPRCE COmBRT BIOUSE FURCTIORS 

Pan map Left/Right/Up/Doiiin 

move mouse Pointer to Screen Borders 

Pitch map Up/Doiiin 

Right-clich and Flold, move mouse 
Up/Doijjn 

Rotate map Left/Right 

Right-clich and Flold, move mouse 
Left/Right 

Zoom map In/Out 

mouse LUheel Foriiiard/Bach 

Select Tash Force/Planet/Orbital 

Left-clich on Tash Force/Planet/Orbital 

Lasso Select Tash Force(s) 

Left-clich and Drag over Tash Force(s) 

Select All Tash Forces of that Type 

Double Clich on Tash Force 

Select multiple Tash Forces 

Shift+Left-clich on multiple Tash Forces 

Selected Tash Force move 

Right-clich on map 

Selected Tash Force Attach 

Right-clich on Enemy Tash Force 

Selected Tash Force Patrol 

Shift+Right-clich on map 
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Pan map Left/Right/Up/Doiiin 

Rrrouu heys 

Pitch map Up 

End, Semicolon C) 

Pitch map Doiiin 

Flome, Single Quote (') ' 

Rotate map Right 

Insert, Left Brochet (D 

Ratate map Left 

Page Up, Right Brochet Q) 

Zoom map in 

+ (plus heg) 

Zoom map Out 

- (minus heg) 

Seiected Tash Force move 

m or Right-clich on mop 

Seiected Tash Force Rttach 

R or Right-clich on mop 

Seiected Tash Force Patroi 

P or Shift+Right-clich 
on mop 

Loch Camera on to Tash Force 

TAB 

Toggie Foiioiii mode On/Off 

F 

Loched Top Doivn Vieuj 

enTER 

isometric Vieiv 

Z 

ICROUPinC TRSK FORCES ■ 

Group Tash Force 

Select Tosh Forces and 
then press Control 1-9 

Seiect Group 

Press corresponding 
rouj hey (1-9) 

Jump to Group 

KEV GRinE COnCEPTS 

Double-press 
corresponding roiv 
hey (1-9) 

LRVER OF THE 00100 RPPROOCH 

Each player has an individual playing style. tUe therefare pravide yau uuith access 
ta the informatian yau uuant by providing numerous logical paths to find it, 
allouuing you to navigate the Ul quichly in a uuay that is most natural for you. 

In m003 a dear visual connection always eHists between the present 
sub-screen/mode and that screen's hierarchy in the averall game, many 
items, uuords, or labels in /77009are also tagged as hyperlinhs that uuill immediately 
tahe you to a relevant screen, location, planet, space battle, ground campaign, etc. 

So if, for euample, your Situation Report (SitRep) notifies you of a revolt 
and you uuant to go to the specific planet uuhere that revolt is occurring, 
you have multiple options for doing so. You may close the SitRep screen 
then navigate through the galany, first selecting the appropriate solar 
system and then the planet in revolt. Alternately, you could clich on the 
hyperlinh-style name of the planet on the Situation Report. Yet another uuay 
uuould be to go the Planet button from the bottom toolbar and select the 
planet from there. 

GRLHCTIC EnCVCLOPEDIR 

The Galactic Encyclopedia is your online hyperlinhed database that supplements 
this manual. It is your catch-all information source for every aspect of the game. 
It contains information on technologies, races, ship types, star types, building 
types, political structures, economics, etc. Use it often! 
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f SITUflTIOn REPORT (SITREP) 

i fit the start of each necj turn the Situation Report (SitRep) pops up offering o 
; summary of events and occurrences both neu and pending. The SitRep is 
completely hyperlinhed and cuill tohe you, uuith one left-clich, enoctly uuhere 
you need to go. Thinh of it os your Galactic PDR. 

THE GRmE TURR 

Each Gome Turn represents opproHimotely one to toio "Earth years" of real 
time, or one Galactic Cycle (o duration determined by the orbit of the aiormhole 
nenus around Center Qne, the birthplace of the original Orion civilizations). 
Because space and ground combat occur each turn if needed, each battle is 
therefore the culmination of opproHimotely toio years uorth of campaigning 
and maneuvers. 


THE ORIOn SECTOR PART II 




i I THE RIlTRRRn OUTLOOK 

.*5 ] 

I I The flntorons, during this time, 

.f I created o series of ultra-fast deep 
space probes to do remote enplorotion 
around their sector Launching thousands 
of probes out into space, they searched 
for signs of habitable ruorlds, alien life, 
and their Traveler brethren. They 
focused heavily on probing the 
Galactic Core and its dense stellar 
population, loohing for more uorlds to 

colonize: they even searched for the remains of Center One. flouj that they 
cjere aoiay from the stifling Center One system, enpansion became the 
primary objective on the flntarans' agenda. Their bellicose nature gradually 
led them to develop into a very rigid but efficient military dictatorship, fls 
they enpanded their borders, their innate sense of superiority coupled uuith 
their encountering nothing but the most primitive of life forms led them to 
an arrogant belief in their ouun "manifest destiny" — it uuas clear that the 
galany uuas theirs for the tahing. 

Historical Rote: This attitude of the Rntarans ujas preprogrammed into their instincts by the race that 
engineered them. Again, the true purpose for this remains a mystery... 

This belief tooh a solid slap in the face around 1390 GC, houuevei; uuhen one of 
their probes accidentally passed through a mono-directional uuormhole and ended 
up on the other side of the Galactic Core, in the middle of mizara territory, and 
more accurately, in the middle of a mizara uuar fleet. The probe transmitted several 
moments of footage that shoched the flntaran Central Command: thousands of 
unidentified but uuell -armed ships patrolling a heavily populated system. Brief 
scans of the ships shouued uueapons technology comparable to that of the 
flntarans themselves. The probe uuas destroyed quichly, but the flntarans had 
seen enough: someone else uuas out there, and they uuere not to be trifled uuith. 



This discovery oiouid oiter their outiooh forevermore. Feorfui and envious of on 
unhnoujn civiiizotion that might choiienge their cioim to the goiOHy, the Rntoron 
ieoders instituted suueeping poiicy changes that affected every aspect of their 
society, increasing their internoi security and espionage forces, pumping massive 
energies into research, and mahing sure that the entire empire oias under direct 
and absoiute controi of the Rntaran Centrai Command. This neuu outiooh uouid 
remain aiith the Rntarans for miiiennia to come. 

FIRST COI1TRCT 

The enact dote that the Traveiers first met each other is nouu iost to history: the 
Orions beiieve their encounter cjith the Dubhei uuos the eoriiest, but studies of 
Rntoron miiitory records indicate that the Rntorons may octuoiiy hove found 
and hiiied at ieost tuuo Troveier groups many years before, most records from 
this eoriy time period hove been iost, and so it may never be certain uuhen 
the Traveiers cuere reunited. Eegordiess of historicoi inaccuracies, the reiotive 
proHimity of seven of the originoi Traveiers ied to a brood reunion over the 
course of o century of enplorotion someoihere around 1600 QC. 

Historical note: The seven tribes that occupied a significant portion of the loujer spiral arm of the galawy 
ujere the Orions, the Rntarans, the Rlioth, the meissans, the Dubhei, the mintahans, and the Saiph. The 
Shduias and the Bellatricians had indeed been hilled or assimilated by the Rntarans during their eupansions 
many years earlier. Only three other Traveler tribes survived the euodus from Center One: the Polarids, the 
Denebi, and the Tarazedi. The Polarids developed an empire very quichly on another edge of the galactic 
core, and ujould soon encounter the mizara. The Denebi and the Tarazedi ended up on the opposite side of 
the galOHy. Their story ujill be told another day... 

The legends of the reunion of the Travelers tuere many, oil epic tales of o glorious 
first contact and the incredulity and joy of finding each other after so many 
centuries opart. Rs is often the cose, the truth tuos nothing lihe the rosy picture 
painted by mythology. Fifteen centuries of separate evolutionary, cultural and 
social development hod rendered the Travelers completely unrecognizable to each 
other It tooh over o century for researchers to gather enough data from linguistic 
similarities and historical records to realize that they oil cuere descended from the 
original Travelers uho hod left Center One. ULlith the confirmation of this discovery, 
the progeny of Center One felt that they uere the ones destined to shape the 
goloHy's future. Rs they met and related old tales and enchonged ideas, they 
began coiling themselves "Elder Civilizations;' for none of them hod found any 
evidence of anyone above and beyond them. Rone save the Rntarans, at least... 
but they held their secrets to themselves, for even aiith the joy of reunion, the 
meetings betaeen Elder Civilizations aere not olaoys friendly affairs. 

Centuries of separation hod neutralized the once heterogeneous nature of Center 
Oneb civilization. Roa, the different Tribes vieaed each other aith a little more 
suspicion, 0 little more unease than before. Questions hung unspoken in their 
meeting halls: tUho aos the stronger? ULlho hod more technology? UUho hod 
better aorlds? ULlho aos o threat? Their differences became food for suspicion, 
and mutual coenistence became o more and more distant concept aith each 
passing cycle. 
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THE DRUin OF THE ORIOR SECTOR 


In 0 bold, long-term enperiment, the Qrions sought to resolve this conflict by 
studying its effects among more primitive species. tUithin their territory aere 
many aorlds already occupied by native life forms, some of ahich aere already 
sentient. Subtle genetic manipulation of these races olloaed them to evolve 
and develop at accelerated rotes, and the Orions observed these base cultures 
and their histories in on effort to gain insight into their oan dilemma. 


In this manner; the Orions manipulated and studied dozens of primitive societies 
aithin their sector; trying to duplicate the conflict the Elder Civilizations faced in 
myriad small-scale scenarios. Though it is unhnoan ahether such research ever 
produced any results that the Orions uuonted, the enperiments did give rise to 
the races that cjould one day coll themselves mrrshon, Bulrothi, hilackon, Psilon, 
and Rlkori. 


Historical note: The Humans ujere also thought to be a remnant of this eHperiment, although the 
Humans ujould vehementig deng such an insulting vieuj of their origin, believing instead in their oujn 
divine crention. Theg are, houjevec the result of another eHperiment... 


Genetic engineering tuos not o netu technology, but it hod frequently been 
relegated to smaller duties such os agricultural enhancements, medical 
research or biological tuorfore. This tvos o near step, and it tvos o step that 
tuould be token again, in ever-increasing strides. 




Historical Rote: It is interesting to note that all of the races iijho ivere enperimented on bg the Orions 
eventuallg developed religious or mgthological stories of ancient and poiverful god-litie beings descending 
from the stig in chariots or ships of fire. The Orions' presence did not go unnoticed, and in the end, these 
stories became their legacg. Some of these legends luould one dag drive the goung Orion races to claim 
that theg ujere the true heirs to the Orion throne. 



CHAPTER TUIO; GETTIAG STARTED 

THE mRin menu 

The main menu alloois you to begin 
neuu games, load saved games, start a 
multiplayer game, adjust game options; 
vieai credits and quit oihen youVe had 
enough. To navigate your uay around 
the main menu simply point the mouse 
pointer to the option you oiant (it uuill 
highlight) and left-clich to select it. 

neiu cnmE 

Begins a neu game and leads you 
through the Race Selection and Galactic Set-Up screens. 

LORD GRITIE 

To load a previously saved game, select this option to bring up the Load Game 
screen. Select the game you uuant to load by highlighting one of the save game 
slots and cliching on it. Then clich on the Load Game button. 

SnVE GRmE 

The game uill automatically save your last turn. If you aiant to save a game at 
any point, select the Game menu (see page ^0), then choose Save Game. 
Enter a name for your saved game, or use the default name. 

QUICK GRITIE 

Quich Game uses the settings from your last played game to generate a neoi 
game automatically for you. After you have tiuisted all the hnobs and made all 
your tuueahs to your game settings, you can use the Quich Game feature to 
generate a neuu universe. Rot happy uuith the cards you uuere dealt? Clich again 
until you get the universe of your dreams. 




GERERRl GRmE OPTIORS 

flilouus you to adjust the various Game 
Options. The Confirm button uuill save 
your changes and return you to the 
main menu. The Cancel button uuill 
discard you changes and return you to 
the main menu. 

souno RRD music 

music Volume Slider 

To adjust game music levels, position the mouse pointer over the Volume 
flrrouu, then clich and drag to the desired setting. You may also clich anyuuhere 
uuithin the bOH to jump to that setting. 



Sound Effects Volume Slider 

To adjust sound effect levels, position the mouse pointer over the Volume Bai; 
then clich and drag to the desired setting. You may also clich anyuuhere uuithin 
the boH to jump to that setting. 



RnimRTions 

Cinematics 

Turn the game cinematics on or off. 


User Interface Rnimotions 

Turn the user interface aperture menu animations on or off. 


Diplomatic Rnimotions 

Turn the animations seen on the diplomacy screen on or off. 


General Reminder 

These are time-based reminders. These are good for things lihe eating and 
sleeping. 


CRm£IS TP: fTIways set your priorities. Live human encounters are beneficial to your well-being and add 
balance to your world. 


Rote: See the Readme file regarding video and performance settings. 


mULTIPLRVER 


Tahes you to the multiplayer Options 
screen, uuhere you can connect up 
and test your mettle against human 
opponents. 


CORRECTIOn UlinDOUJ 

The first thing you'll need to do is 
decide uuhat sort of connection uuill be 
used to get to the other players. This 
can be either a Local Area Aetuuorh 
(LAA) or the Internet. 
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PLRV TimE REminOERS 

You can set reminders so that you don't forget that you do have a life on Earth. 
ULlorh and school are optional; uue are not responsible for loss of income, houuevei; 
nor can uue uurite a note to your boss/teacher 


Specific Reminder 

These reminders can be used to mahe sure your family life does not completely 
go douun the drain. 


Select this option if youfe playing on a private netuuorh — in your ouun house, 
for eHomple. All of the players must be located on the same local netuuorh. 
Typically, everyone uuill be set up on a single hub, or connected via the home 
or offices internal netuuorh cabling. 


HOUJ TO Fino VOUR IP RDDRESS USIRG UJIRDOIUS® 98/me/2000/KP 

ULlhen you play fJlOOB on GameSpy, you do not need to hnouu your IP 
address. Houuevet; if you host a game on the Internet uuithout the help of 
GameSpy, then any player uuho uuants to join that game uuill need to hnouu 
your IP address. 





To find your IP address so that you con communicate it to other players, follouu 
the steps detailed beloai: 

Connect to your ISP (Internet Service Provider). You muST do this before continuing. 

1. IF you ore using UJindoujs® 98/IHe. clich on the Start button on the 
toshbor; and then clich on Run. UUhen the Run cjindooi appears, type 
"cjinipcfg" {uuithout quotes), and then clich Oti. The boH labeled "IP Rddress" 
is your IP address for that session. Rote: Your IP address may change each 
time you log on, depending on your ISP 

IF you ore using UJindoujs® 2000/HP, clich on the Start button on the 
tashbat; then select Programs, then Rccessorles, and then clich on Command 
Prompt. tUhen the Command Prompt uuindocu appears, type "ipconfig" (ujith- 
out quotes), and then hit Return. Your IP address for that session aiill be dis- 
played in the Command Prompt cjindooi. Rote: Your IP address may change 
each time you log on, depending on your ISP 

2. If you are hosting the game, you must communicate your current IP address 
to the other players oiishing to join the game. You can do this via: 

• E-mail — Use your e-mail program to send your IP address to other 
players, OR 

• Phone — Call the other players and tell them your IP address via a sec- 
ond phone line, OR 

• Chat or Instant message Programs — Use programs such as ICQ or 
ROL Instant messenger to send your IP address to the other players. 

Helpful Web Site Rddresses 

ICQ — http://ujaiuj.mirabilis.com 

RQL Instant messenger — http://uiujuj.aol.com/aim/ 

Finoinc cnmES vin gritiespv 

/77003incorporates QameSpy netujorhing technology in order to mahe multiplayer 
games as easy as possible to set up and play. If you select QameSpy, you'll be 
able to see games hosted by players anyuihere on the Internet, and be able to 
create games that those players can see. UUhen you hit Create Game after 
selecting the QameSpy button, fliOOB ujill contact QameSpyS servers and 
announce the creation of a neuj game. 

Creating a Game 

Qnce you've selected your connection method, clich the Create Game button 
to set up your machine as the host for a neuj game, using the selected 
connection method. 

Resuming a Game 

If youVe previously been playing a multiplayer game but quit for any reason, 
you and the other players can resume from ujhere you left off. If this is uihat 
you ujant to do, clich the Resume Game button instead of Create Game once 
youVe selected your connection method. 


CHRT UJIRDOIU 

This ujindouj uuorhs lihe the chat uindouj in most other games. Type uhat you 
uant to send into the tent field at the bottom of the uindouj, and either clich 
the Send message button or hit the Enter hey. You'll see your message in the 
scrolling region above, along ujith the messages typed by any other players. 

Infbgrames Interactive does not monitor control, endorse, or occept responsibility for the content of tent or 
voice chot messoges transmitted through the use of this product. Use of the chat function is at your ooin 
rish. Users are strongly encouraged not to give out personai inidrmation through chat transmissions. Kids, 
Chech liiith your parent or guardian before using the chat function or if you are concerned about any chat 
you receive. 

RVRILRBLE GRIT1ES WIRDOW 

This shoujs a list of all games currently available through the connection 
method that youve selected. If youfe on a LRR, ITiOOOuses "broadcast mode" 
to announce netu games and listens for broadcasts from other servers. If youfe 
on the Internet, connected via QameSpy, you'll see all of the games currently 
available via QameSpyS servers. If you uant to join a game hosted by another 
playei; select the game you tuant from this list and clich the Join Game button. 

Quit 

EHits the game. 

CHOOSE RRCE SCREEI1 

You can choose to play one of 16 
distinct races, each cuith its plusses 
and minuses. You may also create a 
Custom Race by cliching on the 
Customize button. 


SELECTIRG R RRCE 

To select a "Stoch" Race, move the 
mouse pointer over to one of the eight 
Species Tabs and clich on it to activate 
the appropriate race sub-menus. Then 
move the mouse pointer over to a specific race name and clich on it to select it. 
You'll see the races "Pichs" and attributes displayed, along cuith a graphical repre- 
sentation and a brief tent description of that races characteristics and tendencies. 
Qnce you are satisfied cuith your race selection, enter a race name and clich on 
the Choose Race button to proceed. If you cuould lihe to tcueah your race to your 
lihing, use the Customize button and create specialized minions of your ocun. 

Races have tcuo sets of attributes: one that comes from their species 
(cuhich is not user-modifiable), and one that is specific to their race, and that 
is generally modifiable by the player For enample, Trilarians alcuays prefer 
cuorlds cuith lots of cuater, since they are aquatic by nature. But they can 
decide cuhether or not they cuant to start the game as members of the Qrion 
Senate, or have special shills in trade or diplomacy. Those are shills that are 
not fundamental to their species. 
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SPECIES RRD RRCES 
HUmRnOID SPECIES 

Human 

The Humans are the master manipulators of the Orion Sector; and have ruled or 
actively attempted to do so for thousands of Galactic Cycles. Sly and greedy, they 
tahe by force only oihat they cannot tahe through negotiation or trade. Recent 
Humans claim to be descendants of the Ancient Orions. Although most empires 
of the Orion Sector scoff at the arrogance of such a presumption, there is enough 
uncertainty in Humanity^ origins to lend credibility to this "ancient legitimacy"... 


The Evan have confaunded their Orion Sector neighbors uuith their entreme 
secrecy. Their people are easily recognized by their iridescent blue-blach shin 
and shimmering gauun-lihe clathing, and their cities and structures are elaborate 
and ornate, revealing an intricacy in design that seems to parallel everything 
that they do. They are bath mystical and mysterious, a society rich in ceremony 
and ritual, evohing questions that they uill not readily ansoier... 

Psilon 

The Psilons have alcuays been devoted to the pursuit of hnoculedge, a devotion 
that borders on fanaticism. During the Darh Age, in enchange for favor from the 
Antaran overlords, the Psilons uuillingiy allooied the Antaran geneticists to 
enperiment on and manipulate their bodies to increase their capacity for 
learning and research. The Psilons of today are the result af centuries of horrific 
genetic reconstruction: mentally pauuerful, but uith their bodies cueahened to 
the point oihere they must use hover chairs ta move and mechanical cjaldoes 
to physically manipulate items in their cjorld. 

CYBERRETIK SPECIES 

meHlar 

Calling themselves the "Pure Ones" to signify their complete separation from 
the corruption of biological mattei; the fTlehlar are masters of mathematical and 
computer sciences, and their mechanical efficiency mahes them both supreme 
industrialists and formidable faes in cambat. Contemptuous of organic life forms 
(the "flesh beasts" af the Orion Sector), they also escheoi their technologies, 
including economics and ecalogical science. They despise the Cynoid, their 
Cybernetih brothers oiho have not yet rejected their biological origins. 

Cunoid 

The Cynoid have nat completely turned their bach on their biological origins, 
and are cyborgs, unlihe the completely artificial fTlehlar The Cynaid are ruthless 
and brilliant oihen it cames to economic calculations and financial matters. They 
understand the value of money, hour to oiorh it, hour to use it, and houu to 
enploit it in every cuay possible. Outstanding barterers, they are aften interested 
in improving the lot of their citizens to mahe them more productive and, hence, 
mare taHable. 

SRURIRR SPECIES 

SaHHra 

The Sahhra are closest genetically to the original Saurians that forced their oun 
evolution and left the Ichthytasian homeaiorld in enile thousands of cycles ago. 
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They are highly aggressive, easily angered, and carry a bitter scaly patch an 
their shoulders. Their age-old hatred of the Ichthytosian species flavors every 
aspect of their society, and their drive ta build and enpand is aften a pretent 
far finding and eliminating every trace of their ancient enemies. 


The Raas oiere bred by their felloiu Saurians as highly productive slave 
laborers, and oiere sold and used throughout the Orion Sector until the end 
of the Great tUar. They orchestrated a vast and blaody revolution that 
ultimately earned them their freedam. They left ta found a neuj society, oiith 
their ooin governments and religion. Their industrious notures are still there, 
and nooi they finally have a chance to oiorh for themselves and tahe their 
place in the history of the Orion Sector. 

Crendarl 

Grendarl society relies on toio core ideals: loyalty and indifference to physical 
hardship. Their clan -based social structure emphasizes placing the group 
before the individual, uith supreme hanor resting on the concept of death 
before failing the Clan. They are cuarriars, deriving just as much honor and 
glory from battle uuith their foes as from supporting the Clans. 

ICHTHVTOSIRR SPECIES 

Tnlarlan 

The Trilarians are one of the oldest races in the Orion Sectoi; and are hnauun for 
being entreme traditionalists. They are a peaceful race, and their society places 
great emphasis an art, architecture, and philosophy. They have changed very 
little since the UJar of the Depths and the Second Enile, trying desperately to 
regain the glories of their past uuhile preparing for the neuu future that auuaits 
them in the Orion Sector.. 

Hommo 

The Aommo are a cephalopodic species that once coenisted uuith the Trilarians. 
They left after the tUar of the Depths to found their ouun empire, based on 
their more radical and militaristic beliefs. They believe they are descended 
directly from the "Old One;' the god of the first Ichthytosians uuho brought them 
uuisdom (and uuho, ironically, uuas an Antaran scientist uuho began the first 
steps of genetic modification to the Ichthytosians). This delusion that they are 
"children af god" has occasionally led ta holy uuars against those uuho might 
deny them their birthright, most notably the Trilarians uuho still lay claim to 
uuhat the Aommo consider "their" homeuuorld... 

ETHERERR SPECIES 

Imsaeis 

The Imsaeis are the mast heenly observant of the Etherean races, uuhich plays 
uuell uuith their ingratiating manner Their ability to gain acceptance through 
good listening and humility has made them valuable participants in diplomatic 
negotiatians, and has provided them uuith vast amounts of information and 
intelligence. The Imsaeis aluuays hnouu mare than they say, and uuhile on the 
autside they seem to be agreeable and engaging, secretly they are canstantly 
striving to be in control of events around them. 




Eoladi 

The Eoladi give almost everyone a slight pause oihen they are first encountered, 
as each individual possesses his ocun personal code of ethics. Qnce understood 
and accepted, hooiever; the Eoladi are valued society builders and competent 
leaders. These shills came from the aftermath of the Etherean UUai; uhen all 
Etherean societies uere shattered and had to be rebuilt from scratch. The Eoladi 
still believe that they have much to teach to the other Orion Sector races in the 
uays of personal and social improvement. 

GEODIC SPECIES 

Sllicoid 

Curiously unique, the Silicoids represent a true divergence from other life and its 
origins in the Orion Sector They are believed to have come about from the 
shards of a giant sentient crystal that cuas destroyed above their home planet. 
Each Silicoid begins as an asenually created shard, incubated in a nutrient bath, 
and eventually groois into an individual uuith all of the prior hnouledge of its 
■parent:' This efficiency comes at a cost of speed, houuevei; so forethought and 
careful planning are hey to any successful Silicoid society. 

inSECTOID SPECIES 

KlacHons 

The hlachon Hive mind is the ultimate picture of a harmonious society oiorhing 
for the greater good of all. The Klachons revere this purity of social form, not 
even noticing the cost in creative or original thought. This unity of purpose 
mahes the hlachons brutally industrious and organized, cjith leaders born for 
their tashs and directing the masses uithout question. 

Tachidi 

The Tachidi are among the largest races in the Orion Sector Lihe the hlachons, 
they are entremely industrious and productive, but they have overcome the 
limitations of the Hive mind and nou vieai the universe cjith insatiable curiosity. 
This curiosity is their biggest challenge, houevet; as it is the curiosity of a child, 
one that does not hnou that you can hurt the puppy if you pet it too hard... 

HARVESTER SPECIES 

Ithkul 

The Harvester Project uas the result of the flntarans' quest for a biological 
agent that uuould infect most life forms and either hill them outright or render 
them mentally docile and obedient. It aias a major endeavoi; aiith dozens of 
research labs cjorhing on various facets of the project. And, in the end, the 
flntarans succeeded in breeding a parasite that did emctly aihat they oianted it 
to do. flooi that parasite has been unleashed, and the Orion Sector races are 
right to be afraid of a species dedicated to uuiping them out to the last. 

CHOOSinC R PLRVER FLRG 

flouu you must select a Flag or Banner that aiill be used to identify items oiithin 
the game such as Deployment Centers and Empire seats in the Galany, System 
and Planet screens. In addition, your flag uuill be displayed in areas such as 
Diplomacy and Ship Combat aihere it may be necessary for you to discern at a 
glance uhat is yours and ujhat belongs to another race. 


RRCE PICKS SCREEI1 

CRERTinc n cusTom rrce 

You are not limited to playing as one of 
the siHteen "Stoch" races of the Orion 
Sector You can customize any of these 
races into a design of your ouun creation. 
To create a Custom Pace, first select a 
representative Race from the Choose 
Race screen, and select the Customize 
button. Thinh of this as creating a 
unique mutant strain of that race. 



This brings you to the Race Pichs screen. 

Racial Pichs (attributes) can affect your empire in either a positive or negative 
uay. You may mahe adjustments to the specific pich option by selecting the 
appropriate radio button. FI description of each pich option appears in the 
Selected Details boH and oiill give you vital information on hour it affects that 
specific Race Rich. 


Brooise through each Race Rich and adjust the options according to your 
tastes. As you adjust specific Race Pichs, your pool of Rich Points (shoain at 
the bottom of the Current Race Pichs aiindoai) aiill increase and decrease 
depending on the type of setting you choose. Your current total spending for 
each Race Rich is displayed on the right side of the oiindooi. You are allooied to 
start a game uuith entra Rich Points remaining, but you are not alloojed to start 
the game ujith a negative Rich Point total. 


UUhen you are satisfied uuith your configuration, you may enter a name for 
your neuu Race and then ciich on the Confirm button to move on. To reset all 
Race Pichs bach to the pre-set numbers for that Race, ciich on the Reset All 
Pichs button. 
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GRLRCTIC SET UP 


After choosing your race, you'll be tahen to the Start Aeuu Game screen. Here, 
you'll set up the galany to match the hind of game you uuant to play. There 
are Pine Big Decisions that you must mahe in order to proceed. 


RRHOOm EVERT GERERRTOR 

This controls the frequency of random events, both helpful and hurtful, that 
occur during gameplay. Any race can be the target of an event, and some 
events affect all races. Events are self-enplanatory, occur as the game 
progresses, and are conveyed in the SitRep at the beginning of each turn. 

Ciich on the Frequency list bOH to mahe your selection. 


■ Rare — Events uuill happen once in a blue moon. 


' normal — A good balance that uuill heep you on your toes but isn't 
too intrusive. 


' Frequent — You'll be dealing uuith stuff left and right. Be prepared: 
frequent random events can lead to uncontrollable situations! 



numBER OF STRRTinG COmPUTER PLOVERS 

Determines the number of starting Rl piayers. You can have from 1 to 15 
opponents uuho are randomiy chosen at the start a game. Choosing feoier 
opponents, naturaiiy, aiiouus you more time to deveiop coionies, technoiogy, 
and fieets before you mahe first contact. Choosing more players sets up a 
gaiany destined for iots of action and conflict over scarcer resources. Ciich on 
the Spin Boh flrroois to adjust the range of the starting number 

Cflmffi TIP: For an easier game, we suggest starting with just I to 3 opponents. 

TimER OPTIOnS 

Simiiar to "speed chess; Timed Turns put pressure on you to mahe aii your 
decisions for that turn before time runs out. Additionally, Interest and Debt 
(see Economy and Finance) uuill be factored into gameplay, creating even 
more pressure to get things done as fast as possible. 

• minutes Per Turn — Sets the timed length of a game Turn, from 1 
minute to 20 minutes. Clich on the Spin Boh flrroujs to adjust the range. 

• Uniimited Time — Chech this bon and you'll have all the time in the 
ujorld to mahe your decisions. Interest and Debt ujill not be factored into 
gameplay. Selecting this feature overrides the minutes Per Turn setting. 

• minutes Per Space Combat — Sets the timed length of a battle in the 
Space Combat mode. If combat lasts longer than this amount of time 
aiithout a victory by one of the players, the combat uuill be terminated, 
players uuill be returned to the Combat Scheduler screen, and the battle 
oiill be declared a "drauu." Rote that this also applies to automated 
combats fought by the computer. If this time value is entremely short, 
or the combat is entremely complen, or both sides have incredibly 
strong armor; the computer may be unable to complete the combat in 
the designated amount of time, and the battle uuill therefore be declared 
a drauu. 

• Uniimited Combat Length — Chech this boH and you'll have all the 
time you uuant to play space combats. There uuill never be a timeout, 
note that this also applies to automated combats. If youfe in a huge 
battle that the computer needs to fight, or if the battle is difficult to 
resolve because both sides have entremely pouuerful armor; it uuill tahe as 
much time as it needs to resolve the combat before you can proceed to 
the nent turn. 

GRmE DIFFICULTV 

This sets the level of difficulty for the computer Rl. Clich on the Game Difficulty 
list boH to mahe your selection. 

• Easy — Rl opponents uuill be less aggressive. Things oiill develop easier 
and you'll do better diplomatically. 

• medium — R uuell-balanced game that uuill challenge you to the fullest. If 
you feel lihe youfe familiar uuith the basics of the game, including espi- 
onage and diplomacy, youfe ready for this. 



• Hard — Be prepared for the fight of your life. Your Rl opponents uuill use 
every means at their disposal to prove you are a pretender to the title 
of master 

GRLRHV TVPE 

Qalanies come in all shapes and sizes but for the sahe of simplicity, in this game 
theyfe boiled douun to seven specific classifications that give you the flenibility to 
play a quich game, a long drauun out saga or something in-betuueen. Arm 
Qalanies are dish shaped uuhile Clusters are spherical in nature. Clich on the 
Orion Sector Size list bon to set the size of the galany. 

• Tiua-flrm CalaHy, Large — tUill generate a large 2-Rrm Galany 
containing appronimately 150 stars. R good beginners map uuhen 
played uuith 3 or feuuer opponents, this system uuill leave you uuith 
some room to enpand before you mahe contact uuith other races. 

• Three-flrm CalaHy, Large — tUill generate a large 3-Rrm Galany 
containing appronimately 200 stars. R big map uuith lots of potential chohe 
points and plenty of room to enpand. 

• Three-flrm CalaHy, Huge — tUill generate a huge 3-Rrm Galany 
containing appronimately 250 stars. You'll have all the time in the uuorld 
to enpand, especially if youfe out touuard the rim, and may not even 
mahe contact uuith all races. Prepare for the long haul! 

• Cluster, Small — tUill generate a small Cluster containing appronimately 
50 stars. This guarantees early contact uuith other races, fierce competition 
for planets and resources, and a relatively quich game. 

• Cluster, medium — tUill generate a medium Cluster containing 
appronimately 100 stars. Rs uuith the Small Cluster; you'll have early 
contact uuith other races and play a fast-paced game. 

• Cluster, Large — tUill generate a large Cluster containing appronimately 
175 stars. You'll have time to develop your empire and gain some 
footholds before you encounter other races. 

• Cluster, Huge — tUill generate a huge Cluster containing appronimately 
250 stars. Even playing against 16 races, you'll have plenty of breathing 
room and enpansion opportunities. 

STRR LRRES 

Star Lanes represent "highuuays in the shy" that your spaceships and fleets 
can utilize uuhile enploring the galany. You can set the length and frequency of 
Star Lanes by cliching on the Star Lanes bon and choosing betuueen Short or 
Long and among Feuu, many and Lots to determine their density. 








II SPECIRLS 

Specials are galactic anomalies, such as salar cuinds, uormholes, blach holes, and 
ancient space dust debris that can affect the galany and combat in a certain uay 
for a random number of turns. Lihe the Random Event Generatoi; you can set the 
. frequency of specials generated by cliching on the Orion Sector Specials list bOH 
' and choosing either Fecuei; Average ar more specials. 

[ COmBRTS RLLOUJED PER TURR 

.; In order to ensure that complen multiplayer games move along at a reasanable 
: pace, you can use this control to limit the number of combats per turn in aihich 
; each player can participate. If this is set to three, for enample, everyone uuill be 
allocued to join as many as three separate space combats per turn. If any 
- given player has more than three combats, that player uuill be deemed to have 
declined to participate in the battle, and the computer uuill automatically resolve 

f that players cambat. In effect, the player delegates the detailed management 
af the combat made ta the fleet admiral. 

VICTORY conoiTions 

The peaple and Leaders af your empire generally hnouu uuhat to do, but one 
thing they don't hnouu houu to do is uuin the game! ThatS uuhere yau come in. 
master ol" Orion Coffers a variety of different paths ta victory, each one 
ill unique in its approach. Ta select a Victory Condition, Chech the appropriate boH 
by cliching on it. 

• SOLE SURVIVOR — All other empires must be completed destroyed or 
subjugated ta your control to uuin the game. 

• ELECTIOn TO LEflO THE ORIOO SEORTE - Through diplomatic 
maneuvering, manipulation, and deviousness, get yourself appointed to 
head the Orion Senate. 

• uncOVER THE ROTRRRn mvSTERV - The most difficult and challeng- 
ing of the victory conditions, this condition uuill require you to use your 
shills in every area of the game, from technical innovation and invention 
to the ability to infiltrate another empire undetected. In addition, you uuill 
need to send Tash Forces on special missions of enploration into 
uncharted space (see Antaran Enpeditions far further details). 

STRRT GRITIE 

Once youVe set up your options and 
are satisfied uuith yaur choices, clich on 
the Start Game button to generate the 
Galany and bring up the Galactic 
Command Interface screen. 





THE ORIOn SECTOR PART III 

THE ELDERS CIVIL UIRR 

UUith the distrust and suspicion that 
uuas grouuing among the Elder 
Civilizations, the concept of peaceful 
coenistence greuu increasingly distant as 
the shadouu of uuar loomed large over 
their regian af the galany. Despite the 
establishment of embassies uuithin every 
empire, diplomacy itself uuas often 
strained and tense at best. Shirmishes 
at borders became more and more fre- 
quent, espionage uuas rampant, and uuar machines sprang to life at every earner 

The Elder Civilizations gradually polarized into tuuo distinct factions — the Orion 
League, led by the technologically advanced Orions, and the Central Entente, led 
by the militaristic Antarans. The Antarans chose their allies carefully, inviting the 
Alioth and the fTleissans to ally uuith them. All of their empires had borders on or 
near the galactic core, uuhich uuould, the Antarans hoped, eventually give them a 
clear and easy path af access to combat the lurhing menace uuithin. LUith the 
Orion League occupying larger portions of the spiral arm, the Antarans also 
rechoned that the Orions uuould eventually have nouuhere ta enpand encept inta 
the uuall that uuould be Antaran space, and the Antarans had every intentian of 
making that uuall unbreakable. The tuuo factions uuere sitting on a pouuder keg, 
and the fuse uuas terribly small. 

A border skirmish betuueen the Alioth and the Dubhei in 2103 GC provided the 
spark to light that fuse, and they soon escalated hostilities from brushfire uuar to 
limited uuar to all-out galactic uuarfare. Each faction uuas called upon to support 
its ally, and uuithin scant cycles all the Elder Civilizations uuere involved in a 
galactic civil uuar, the likes of uuhich has never been seen since. LUhole planets, 
suns, and star systems uuere annihilated as the battles raged, claiming billions 
and billions of lives. Fleets of ships dashed themselves against each other in 
brutal contests for territory. The Elder Civilizations lit the galoHy on fire uuith 
their immense and bloody conflict. 

Historical Rote: The local Orion races of circa 17000 GC liiould one day be aujed by the poujer that the 
Guardian of Orion ujielded. from its creuj-hilling Death Rays to its nearly impenetrable Hintium Armor and 
much more. Those races ujould fail to realize that the Guardian ujds little more than an fli-controlled 
battleship in the ancient Orion navy, and that ships many times larger and stronger had once ewisted... 

Historical Rote: In this area of space, only the Gorgantua Civil ILIar (15995-170 19 GC) came close to 
rivaling the sheer destruction that the Elders caused in their battles. 

Throughout the uuof; Orion diplomats sought to lessen the hostilities, even os 
their scientists studied the primitive races uuithin their sector for clues on uuhat 
cauld be done to stop the uuar But the Antarans uuere determined ta see it 
thraugh, driving their farces to fight uuith fanatic zeal, believing that victory 
uuould make them stranger; and grant them the territory and resaurces they 
uuould need for a uuar in the galactic care. Far ^00 cycles, the seven Elder 
Civilizations strove to enterminate one another But ultimately, the autcame of 
the uuar uuas decided nat by soldiers, but by scientists. 



The Trinity Project provided the Qrions ujith uhot they feit uuas the most 
bioodless and direct solution to the uar Using principles learned from the 
recently discovered field of Trans-Dimensional Physics, the Orions theorized 
that they could "imprison" the Rntarans in an other-dimensional space ahin to 
the "space" contained oiithin oiormholes or hyperspace. The idea uuas that the 
entire Rntaran Sector could be enveloped in a bubble that luould then be 
transported into another dimension and thus isolated from the universe. The 
Orion scientists cjere not entirely certain uuhere that aiould be, but they all 
agreed that anyuuhere cuas better than uuhere they uuere: leading the Central 
entente in a uuar that uuas costing hundreds of millions of lives a year Various 
enperiments uuith objects of different sizes seemed to demonstrate success, 
and the pouuer of a device needed to envelop an entire sector uuould not be 
beyond the capacity of a uuell-protected doom star, and so the plan to trans- 
port the Rntaran sector uuas approved by the Orion League leaders. 

Rntaran intelligence, houuevei; uuas entremely pervasive, and soon infiltrated 
even the top-secret labs uuhere the Trinity Project had been finalized. Too late 
the Rntaran Central Command received the transmissions from their spies: too 
late they realized that the Orions did indeed have a means of stopping them. 
The Rntaran Supreme Commander uuas issuing orders to his fleets to evacuate 
the sector uuhen the doom star Trinitu reached the heart of the Rntaran Sector 
and activated the dimensional encapsulator 

In a heartbeat, the entire Rntaran Sector vanished from space, never to be 
seen again. 

Historical Role: Orion scientists often ujondered luhat ewdctly happened to the Trinity at that moment: it 
ujas never verified ujhether the ship ujas destroyed ujith the use of the encapsulatoi; ujhether it ujent into 
other-dimensionai space ujith the Rntaran Sector or ujhether it remained behind as a derelict oiithin the 
dead zone left behind by the Rntaran Sector... 

THE LOnC niGHT 

UUith their strongest ally neutralized, the other civilizations in the Central entente 
soon caved in to the overuuhelming pouuer of the Orion League. The Orions, nouu 
clearly the dominant civilization, dictated the terms of surrendei; and in 2539 QC 
formed the short-lived Orion Federation, setting up an elaborate throne for the 
first (and only) Orion Dynastic Chancellor on their homeuuorld. 

Rot long after the end of the Ciders Civil ULlai; the grim aftereffects of the Orions' 
enperiments in Trans-Dimensional Physics came to light. Radiating out from the 
center of the Rntaran Sector (nouu nothing more than a vast empty region of 
space that enplorers called the Darh Zone) came a uuave of disruptive energy 
that completely destabilized all hyperspace travel. One by one the Cider 
Civilizations' empires uuere suuallouued up by the hyperspace fluH, paralyzing their 
ships and isolating many of their uuorlds. Some systems that relied on interstellar 
commerce for food and supplies starved and collapsed. Others, cut off from their 
original homeuuorlds, uuere forced to become their ouun independent empires. 

The Orion Federation turned on the Orions, blaming them and their Trinity 
Project for the hyperspace flun, and demanding that they undo the Rntarans' 
imprisonment. Unfortunately, the Orion scientists had not uuorhed out a means 
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of retrieving anything stored in other-dimensional space, and thus had no idea 
as to houu to either undo the Rntaran^ prison or repair the damage done to 
hyperspace. They uuorhed desperately to find a solution, even as, one by one, 
the Cider Civilizations' communications channels uuere cut off by the hyperspace 
fluH, their last uuords frequently damning the Orions for their destruction. The 
people of Orion blamed their leaders for the disruption of hyperspace, and 
protested against them uuith increasing fervor In a final act of desperation, the 
Chancellor ordered the preparation of a research tash force, loaded uuith the best 
equipment available, and dispatched the scientific community en masse to 
research a solution to the hyperspace flun auuay from the increasingly unstable 
Orion system. The tash force uuas placed under the command of the Chancellor^ 
sole heir in an effort to protect the Orion lineage should the Chancellor himself be 
slain in an upcoming revolution. 


The Orion system itself uuas defended by a lone battlecruiser, later hnouun 
as the Guardian of Orion, uuhich the military high command had equipped 
uuith top-of-the-line uueaponry and the most advanced cybernetic Rl and 
self-support mechanisms available. Rs predicted, the people of Orion rose up 
against the government, and the revolution that follouued (assisted by the 
detonation of numerous biological uuarheads) drove the population douun 
to the point of no return. LUithin a feuu thousand cycles, the people of Orion 
uuere no more. 


This hyperspace fiuH uuould ebb and flouu for nearly 15,000 Galactic Cycles, 
uuith occasional periods of calmness that uuould allouu for FTL travel. But, 
aluuays, the fluH uuould return... 
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Historical Rote: RIthough the Orions in the Orion system eventuaiiy died out, other pochets of Orions 
survived, isoidted from the rest of the sector by the hyperspace fluu. The some fate befell most of the 
other Elder Civilizations. Rs far the Orion Research Fleet, they mere never heard from again, although 
traces of them hove been found on many planets throughout the sector The Dynastic Chancellors heir 
ujos also lost to time, leading to speculation as to ujhether he might have founded a neuj colony, named 
' a neuj heir to fallouj him, or os popular legend suggests, infused his omn genetic material into developing 
local races, giving rise to the belief that any of the local Orion races could unhnoujingly be harboring an 
heir to the true Orion throne... 



CHAPTER THREE; mRIA GRmE/GRLRHV VIEUI 


GRLRCTIC COmmRnD IRTERFRCE 
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111 hen the galany has been generated 
and the game begins the first thing 
yau'll see is the Galany map and the 
Galactic Cammand Interface screen. 

This is the central interface from uuhich 
you conduct your entire imperial cam- 
paign. Several useful components can 
be found on this interface — Including 
the map itselfl Rt the beginning of 
most campaigns, thotS all you see in 
the galoHy, but as you enplore your stellar neighborhood, other things gradu- 
ally shou up on the map. 


The center portion of your screen is a 3D map of your entire galany. The 
Galany map can be rotated and zoomed by using the folloaiing heys: 


ICRIRHV niRP KEVS I 

mouse Rollover 

Highlight Star 

Left-clicli 

Seiect Star 

Poge Up 

Rotate GaioHy Left 

Insert 

Rotate GaloHy Right 

Home 

Rotate GaioHy Up 

End 

Rotate GaioHy Doivn 

Equol Key (=) 

Zoom in 

minus Key (-) 

Zoom Out, Bach one screen 



Thinh of the Galactic map as having three layers: the Galany Layer; the System 
Layer; and the Planet Layer. Lets tahe a looh at the Galactic map and hoar you 
go about navigating through layers and selecting stars and planets. 


The galany is "discus" shaped — lihe a pancahe thatS thicher at the center 
than at the edges. Depending on the selections youve made at the start of the 
gome, it may be a simple duster of stars, or may have taro or three "arms" lihe 
the milhy ULlay. 


Every star system you can visit is shoorn on the map in the color of its primary 
star If you looh closely, you'll notice that your Home System is labeled by 
name and in your Imperial Color Hfter you have enplored other systems, their 
labels ujill shooi up as ijuell. Systems colonized by any race (including yoursi) 
are labeled in that Empires color tUhen you control systems (have more planets 
there than anyone else) at both ends of a star lane, that lane ujill be displayed 
in your empires color. There uuill also be a flag in your empires color nent to 
each star oiith a Deployment Center; and a special one for your Empire seat. 


finother special characteristic of the fJlOOB galOHy: its set up to mahe it easy 
to navigate uhen seen from the top-doun vieuu. Rone of the stars overlap, 
and all of the Star Lanes uill be easily visible. Even if youVe spun the Galany 





map around, you can alcuays return quichly to this top-douun vieoi by hitting 
the "G" hey. 


Each star has up to eight planets, each of uuhich can have up to five moons. 
The System screen shouus you all of the planets in a given solar system and 
summarizes the important information about each. 

near the Center of the galany is the star Drion, uuhich once led the mighty Drion 
League in this sector of space, nearest Orion uuill be stars that feature oldei; 
more developed and "civilized" uuorlds and governments — or that once did. 
Rround the edges of the galany are lihely to be the neuuet; rising civilizations. 

Each star generated uuill use the standard astronomical nomenclature to describe 
it in addition to its name. ULlhile each solar system can have a moHimum of eight 
planets each uuith five moons, the average uuill be four planets uuith tuuo moons 
each, note that some stars uuill be so big or so hot that the inner planetary 
orbits do not enist — anything that might have been there at some point in the 
past has been incinerated. 

Larger planets uuill tend to have more moons and those moons uuill tend to be 
smaller compared to their parent planet. Conversely, smaller planets uuill tend 
to have feuuer moons that uuill tend to be closer to planet in size. You may 
sometimes find "double planets" in uuhich a planet and its single moon ore 
nearly the same size. 





The Spectral Class (color) and size of a star uuill affect the nature of the solar 
system around it. In game play terms, you can use these to guide your civilization 
in choosing uuhich stars to enplore first. Thats because stars of a certain Spectral 
Class and size uuill tend to offer the best chances for a given race of finding a 
habitable planet or moon. Temperatures are measured in degrees Kelvin, uuhich are 
the same as Celsius measurements encept that zero is at absolute zero instead of 
the freezing point of uuater Zero Celsius = 273 Kelvins. 


CFimen TIP: Generally, as you might enpect, hotter stars will have hotter planets, but the situation is a 
little more Involved than simply looping at the steliar temperature. FI planets temperature is based on the 
total amount of radiation received from the starb surface, which depends on the stab size as well FI large, 
cool star may end up delivering more warmth to a planet than a small, hot one. 

Violet -til hite stars ore the hottest, follouued by Blue-tUhite, tUhite, Yellouu-tLlhite, 
Yellouu, Orange, and Red. Typically, the hotter stars are the younger ones; they 
tend to fall in the middle of the size range. Cooler stars are usually very small or 
very large. Red giant stars, lihe Betelgeuse, con often be enormous. That star 
uuould stretch all the uuay past the orbit of mars in our solar system. 


To select a Star; simply move the mouse cursor over it and it uuill highlight to get 
information. You can then double-clich on any star you have already visited to 
open up the System Survey screen. 
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, g CRme TOOLBAR 

!j Along the top of the GoloHy mop is the Gome Toolbar This controls saving and 

I I loading, turn processing, and a feu other things. From left to right, you have 

the follouing options and information at your disposal. 

Game menu 

Clich on the Game menu button to Start a Aeu Game, Load a Game, Save a 
Game, and Fnit from fJlOOB. 

SITREP BUTTOn 

One of your most valuable tools is your 

Situation Report tab or press the r;^jii|iwB^ i 

spacebar to bring up the SitRep reports — I 

on events and activities that occur in the 
empire. These events may range from 
neu uars. to neu planets, to neu build- 
ings. The SitRep screen uill shou up at 
the beginning of each turn, highlighting L"~ ~ - rz- ibl— 
hey events from the previous turn. 

^ a For each event, there are tuo icons. The first is prioritized based on importance 
’ y level. Events colored red require immediate attention — neu uars, first contact 
. I uith neu civilizations, revolts, and so on. Yellou events are important but not 
I urgent. They include routine diplomatic messages, neu laus in the Orion Senate, 
j;;'J reports of minor unrest, and the lihe. Green events are strictly informative in 
nature, and usually involve completion of routine construction projects. The 
second icon shous uhat screen, event type or area of the game to uhich it 
pertains (Planet, System, Technology, etc..). 

many events feature hyperlinhs to specific screens. For enample, if a message 
involves a planet, you can clich on the planet name to be tahen to the Planet 
screen. Similarly, Diplomatic messages include hyperlinhs to the messages they 
announce, and messages announcing neu Leaders include linhs to the Leaders 
panel of the Personnel screen. 

CRm£IS TP: If you want to focus only on certain categories of events, you can filter out the ones that 
dorit Interest you. Players will often filter out Green events, for enample, in the later phases of a game. 

Time 

Clich to get cloch, turn, and current Galactic Cycle. 

iriTEREST on TURn 

Shous hou much Interest/Deficit you are accumulating each turn. The Green 
Bar gives you an at-a-glance vieu, uhile holding the mouse cursor over the 
bar uill give you a hard number This feature only functions uhen you are 
playing a game uith time-based turns. 
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GflLBCTIC EnCVCLOPEDin 

The Galactic Encyclopedia is your 
online hyperlinhed database and 
supplement to this manual. It is your 
catch-all information source for every 
aspect of the game. It contains 
information on ueapon technologies, 
races, ship types, star types, building 
types, political structures, economics, 
etc. Use it ofteni 



Using the Galactic Encyclopedia is 
simple and intuitive. To open it, clich on the Galactic Encyclopedia button at 
the top of the screen. You can brouse by Table of Contents or by Subject 
IndeH by cliching on either button, or type in a heyuord and hit the Find but- 
ton to search for something specific. You can also jump to related entries by 
cliching on the hyper-linhed (underlined and colored) tent nent to the picture. To 
close the Galactic Encyclopedia, clich on the Galactic Encyclopedia button or 
press the ESCAPE hey. 

TURn BUTTOn 

fr I ULlhen youfe done mahing adjustments to your colonies, moving fleets, and 
uhatever else needs doing, you signal the end of your turn by cliching the 
Turn button. Once you do this, things are out of your hands until every other 
race has had their turn and all the production and random events have been 
finished. If you are playing uith non -timed turns, one turn tahes place every 
time you clich the Turn button. 

If you are playing uith timed turns, time uill flou until either (1) you clich the 
Turn button, or (2) your time runs out, in uhich case your turn ends and the 
computer tahes its turn(s). 

THE ORIOn SECTOR PART IV 

THE RIITRRRn HEGEmORV IS FORGED 

A small handful of Antaran systems 
remained outside of the trans- 
dimensional prison, cut off from 
each other and from Antaran Central 
Command. They uorhed hard to 
overcome the limitations of STL travel 
and find each other in an effort to 
rebuild the Antaran empire. The 
confederation of systems around the 
Darh Zone became hnoun as the 

Antaran Federation, and over the millennia, they gradually shifted their 
focus to internal development, building up their planets and establishing 
defensive (albeit pouerful) fleets to protect themselves. 




The Rntarons trapped oiithin the trans-dimensional prison, houuevei; ujere free 
to plan and prepare luithout interruption. Strangely enough, hyperspace travel 
uas completely normal oiithin the bubble itself, and thus the integrity of the 
flntaran Empire oias preserved. Furthermore, the Rntarons had received most 
of the data on Trans-Dimensional Physics from their spies, and therefore had 
time to study the research in an attempt to free themselves. Rnd finally, they 
could build up their systems to the height of efficiency and pooiei; devoting 
their time to perfecting their environments and leaping ahead in research and 
technology oiithout oiasting time on conflict, for no one could enter their prison 
any more than they could leave it. 

Scientific note: It oias during this time that the flntarans made tremendous strides in the fields of 
Trans-Dimensional Physics, lilormhole Physics, and Genetic manipulation. These particular subjects 
ujould later aid them in the domination of their corner of the galany. 

Rround 6000 QC, the Rntarons finally managed to engineer a breach in the 
trans-dimensional prison. Using a device they aptly named the "Trans-Dimensional 
Portal; they could theoretically send material (specifically, uarships) from their 
dimension into the galany cjith minimal difficulty. The first prototype TOP oias set 
up in an uninhabited system populated only by asteroids and tiny barren oiorlds 
(Rntaran Central Command uas slightly concerned that opening a dimensional field 
cjithin their ooin dimensional prison could have disastrous consequences, and thus 
placed the portal as far from inhabited systems as possible). R specially prepared 
tash force consisting of ships equipped oiith Dimensional Drives (another 
eHperimental device that aiould, in theory, permit the ships to return to the 
same TDP they had launched from) auaited the opening of the portal. The 
portal opened uuithout incident, much to the relief of Rntaran Central Command, 
and the Rntaran tash force that passed through appeared quite unenpectedly in 
the middle of the thriving Rntaran Federation, much to everyones surprise. 

The reunion oias not pleasant, to say the least; almost 4,000 cycles of divergent 
evolutionary paths had tahen their toll, and the toio groups of Rntarons oiere 
completely unrecognizable to each other Federation forces engaged the invading 
fleet and beat them bach; this prompted Rntaran Central Command to dispatch a 
larger fleet the second time. This oiar continued for several cycles until Federation 
researchers discovered that their enemies aiere, in fact, Rntarons lihe themselves. 
This discovery led to a cease-fire as each side cueighed its options. Finally, they 
settled on a truce, reuniting as taio different Rntaran states under one bannei; 
and the Rntaran Flegemony oias born. 

Further research allooied the Rntarons to refine the TDP system, increase the 
efficiency of hyperdrives, and even undo the dimensional prison completely. 

But the foruard-thinhing Rntaran leaders nocu loohed on the prison more as a 
fortress protecting them from all outside forces, both Orion and otherwise. Only 
the TDPs oiould grant access to the Rntaran Sectoi; and the Flegemony controlled 
them all. To protect their breahthroughs in Dimensional Physics, all their ships 
equipped cjith Dimensional Drives uere also equipped cuith a Quantum Detonatoi; 
designed to self-destruct the ship should it tahe sufficient damage and thus 
prevent their capture by enemy forces. 


Though hyperspace travel oias still unstable outside of the trans-dimensional 
prison, the Rntarons built a number of TDPs to grant them access to a limited 
radius around the Darh Zone (a range equivalent to the diameter of the spherical 
dimensional prison; this limit oias a side effect of the Long Flight and, fortunately 
for other races in the sectoi; prevented the Rntarons from raiding everyone into 
eHtinction). They launched raids into nearby systems once held by the Saiph 
and the Dubhei, former Orion League members, stealing their resources and 
technologies and blasting oihatever empires had developed into atoms. By 
eliminating those potential threats, they hneoi they cjould be able to concentrate 
even more on the mizara one day. 

The Rntaran Flegemony then tooh more aggressive steps to improve their 
standing. Genetic manipulation uuas to be the newt great cueapon in their 
arsenal, and they practiced on numerous developing races uuithin their ocun 
and the neighboring sectors. Tuuo of the most noteiuorthy species that the 
Rntarons "created" uere the Ichthytosians and the Ethereans; hooiever, it is 
suspected that dozens of other local oiorlds oiere visited by Rntaran genetic 
engineers and adjusted via similar enperiments. 

THE ICHTHVTOSIRI1 EHPERimEIIT 

The purpose of the Ichthytosian enperiment oias to breed aggressive front-line 
soldiers to be used in upcoming conflicts as disposable shoch troops. R rapid 
acceleration of the evolution of an aquatic species, tinged ojith the amplification 
of aggressive behavioral modifiers, gave rise to the Ichthytosians on the oceanic 
ojorld of Trilar The Ichthytosians oiere, unfortunately, not at all oihat the Rntarons 
ojanted — they became very creative, peaceful, artistic creatures oiho sought to 
develop their oojn culture rather than fight. This century -long endeavor ojas 
dismissed as failure in 6311 QC, and the neoily evolved Ichthytosians uuere left 
alone on Trilar 


Historical Rote: Ironically, had the Rntarans ujaited another tujo centuries, they niould have seen the 
perfect manifestation of their goals. The Ichthytosians advanced sujiftly, achieving many advanced 
technological breakthroughs, and then ujent through a brutal civil ujar that destroyed everything they had 
created in their rapid rise to sentience and ponier This Oiar of the Depths lasted for over a century, and in 
the end, the ruling faction eniled the rebels to the surface of Trilac a punishment morse than death for the 
aquatic species. The rebels, trapped in aquadomes built on the feuj land masses Trilar possessed, felt that 
there mas ohiy one may to escape their eterhal imprisonment: evolve from an aquatic species into an 
amphibian one. The ewiles used many radical, dangerous and often untested bioengineering processes to try 
and change themselves into amphibians. Finally, after a century of lethal eHperimehtation, they succeeded, 
and the first Saurians mere made. They called themselves the Sahhra, and their goals mere mhat the 
flntarahs had programmed them fbr: conquest ond domination. The Sakkra built several colony ships and left 
Trilar; seeking a nem morld to call home. This home mould be Sssla, located deep mithin the Orion Sector 

Historical Role: The Saurian eHperiments did not all end in death. One group of volunteers survived the 
testing, but instead of changing from aquatic to amphibian, they became something even more ambiguous 
and amorphous, beings mithout true form, but capable of replicating other forms that they encountered. 

The researchers mere horrified by the things, and cast the mhole lot of them out into space to drift and 
vanish. These metashifters, trapped in suspended animation, traveled far a long time before their ship 
piloted itself to a distant habitable morld. Once free, they suffered a cultural depression (rejected by those 
mho mere themselves rejected from their home: mhat mas their place in the universe?) that led to a 
psychological shift to vindictiveness: if this mas horn they mere seen, then they mould make sure that they 
earned that reputation. They developed their shapeshifting abilities to mimic any creature flamlessly, 
mimicking bodies and voices mith impeccable precision. Thus mas born the Darlok Empire, one of the most 
feared and mistrusted races in the Orion Sector 




THE ETHERERI1 PROJECT 

The Rntarons targeted native life forms uuithin the imprisoned Rntaran Sector 
for the £thereon project, aihich oios supposed to engineer o slave race that 
could harvest resources from gas giants. Once again, the century-long project 
failed to give the Rntarons the satisfactory results that they uuonted — the 
£thereons oiere not the ideal manufacturers that they should have been, and 
chose to simply float through the gas aiorlds and develop at their oun pace. 
The Rntarons ujere tempted to enterminate the lot, but that oias seen as too 
much effort for a species that uuould not offer much of o challenge or threat 

I anytime soon. The £thereon herds oiere left to their ooin devices. Hoaievei; 
cjhen the Rntarons developed the technology to terraform gas giants into 
usable uuorlds, the £thereons tooh action, stealing on old dimensional portal 
and throoiing themselves through it. They emerged in the Orion Sector, in 
6593 QC, tooh up residence in several gas giants, and continued on ujith their 
peaceful development and evolution. 

Historical Rote: There are no more Cthereans left in the Rntaran Sector. The success of the gas giant 
terraforming project ujas such that the Hegemony ordered every available gas giant converted to a more 
usable form. The last herd of Rntaran Cthereans ujere ujiped out in 96^ 1 GC. Those ujho fled to the 
Orion Sector eventually split into tujo separate races, the Coladi and the Imsaeis, and colonized many of 
the Orion Sectors gas giants during the Long Right. Their violent opposition to gas giant terraforming 
technology led them to launch sabotage operations against the local Orion races ujhen they too came 
upon this hnoujledge at the end of the second Orion civil luar 
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CHRPTER FOUR; SVSTEm VIEUI 

THE SVSTEm SURVEY SCREEI1 

i|| 111 hen you select a Star System from 
the GoloHy mop (double-cliching on 
the star), it oiill zoom in to a vieu of 
I the current Star System. The Sun 
* appears in the top left corner of the 
, screen oiith all associated planets and 
r, moons fanning out diagonally to the 
5 bottom right corner 

The planets and their moons are lined 
up diagonally in orbit order from their star. 

. j This vieoi shoois the "gestalt level" of information about the solar system and 
■ its planets (their habitability, colonization status, and so forth). 

j| To bach out to the Qalany map at any time, double-clich on the Sun icon or 
press the minus [-] or £sc hey. 



Clich on a planet to get additional details about it. Rote that you can't clich on the 
moons because they can't be colonized directly. Their habitability and minerals, 
hOLJuevei; are tahen into account uhen you looh at the associated planet, as follous 
(see the Planet Screen description for more details): 

• mineral EFFiciency — Bonus to mineral entraction based on the moons 
resources. 

• Bioharvest EFFiciency — Bonus to food production (bioharvesting) 
based on the moons resources. 

• rnaHimum Population — Rdditional living space on moons that are 
suitable for your race. 

• DEfl Output — Industrial benefits from the larger population. 

{'' Dynamic zooming continues right doom to the Planet screen. Double-clich any of 
; . I'l your planets on the System screen. The vieoi zooms in on the planet and various 
!4; detailed information display panels become available. See the description of the 
'9 Planet screen for more details. 

t Planets that contain a deployment center and/or the £mpire seat oill have that 
j £mpireS flag nent to them. In addition, if the planet or its moons contain specials, 

I icons representing them oill also be nent to that planet. 
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PLRnET OVERVIEUI PHREL 

You can select a planet and get Informatlan on It by 
simply cllching on It; an Info bOH tells you oil you 
need to hnoai about the currently selected planet. 

name 

name of planet enpressed os name of star folloujed 
by Roman numeral describing the orbit number 
(nitair IV Is the planet In the fourth orbit of the solar 
system containing the star flltoir) 

DESIRRBILITV 

Habitability ring of this planet (" 1" Is better than ”2): 

Population can only enist in Biodomes. Population per 
region of the planet plus any technology advancements 
that may improve this, ho farming alloiiied until 
Rchievements permit it. Building maintenance is + 1D096. 
The population can live enposed to the atmosphere but 
ujill reciuire a breathing apparatus. The maHimum popu- 
lation is 40-5096 that of the equivalent-sized ideal 
homeuuorld. no farming on Velloiii 2 is alloiued until 
Rchievements permit it. Building maintenance is +50%. 
Population can breathe the atmosphere, liiith some 
difficulty on Green 2. The maHimum population is 70-8596 
that of the equivalent -sized ideal homeiiiorld. Building 
maintenance costs at this level and better are normal. 
Optimal. Roughly same conditions as species homeiiiorld. 
Ideal environment for species, iiiith all regions perfectly 
terraformed. (TlaHimum population is 12096 of normal. 

POPULflTIOn 

number of population points on the planet. Population points are required to 
run all econamic buildings that increase the capacity (size) of a DEfl. n neai 
colony starts tuith a single papulation point. Outposts have only a tenth of a 
point. The maRimum population is shouun on the Planet screen. 

minERni richress 

This factor uuill have one of the folloaiing values: 


Very Poor 

minimal mine productivity 

Poor 

Better but still very loiv 

flveroge 

Baseline 

Rich 

Almost tiiiice as good as Average 

Very Rich 

Almost three times as good as Average 

Uitra Rich 

Almost four times as good as Rverage 

Planets surrounding younger stars oiill tend to have greater mineral richness, 
mineral Richness affects mineral production, value of rare minerals, and gravity. 
Actual production levels of minerals are also affected by the terrain. 


LB 


Red 1 8 Red 2 


Vellouj I 8 Vellouj 2 


Green 1 8 Green 2 


"Smeet Spot" 
Paradise 


1 Anrnq II ^ 

Desirability; 

Sweet Spot 

Population; 

43407 

Mineral Richness: 

Average 

Average Fertility; 

Hard Scrabble 

Gravity; 

Low 

Sin; 

6 

Gross Inca me: 

6366 

ShipyanI Capacity: 

6 

Specials: 

None 

J 


nVERRGE FERTILITV 

Fertility is based on the habitability zone and the ecosystem density (hooi many 
plants and animals live there), and affects food production and the populatian 
groujth rate. This value represents the average of the fertility levels of each 
region of the planet. Higher-density planets are more fertile. 


GRRVITV 

The gravity level af the planet. There are 5 levels of gravity a planet can have; 
Crushing, Heavy, Average, Light, and Ail. Each species has an ideal gravity that 
they prefer At that ideal gravity the species receives 10096 output from all of 
their DEAs. Gravity that is different from this ideal reduces the output by 2596 
or 5096 depending on hour much the gravity diverges from that species' ideal. 


Gravity is based on the size of the planet and its mineral richness. It affects the 
autput of all DEAs an the planet. 


GROSS incomE 

Income of the planet in AUs, before enpenses. 

SHIPVRRD CRPRCITV 

Largest hull size that can be built using the shipyards located around this planet. 

SPECIRLS 

A list of any planetary and regional specials that enist on the planet. 


moons 

Although you can't looh directly at the informatlan for a planets maons, you 
cjill notice that planets uuith habitable moons are more appealing than those 
cjithout them. This is because several hey attributes of a planet are madified by 
the presence of moons, as folloujs: 


DEfl Output 


Factors in the benefits of the larger population in 
increasing the efficiency of manufacturing and biohar- 
vesting anyujhere on the planet. 


These factors are not shooin individually. Their values are incorporated into the 
statistics shooin for the planet on the System screen and Planet screen. 


• 
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PLRRET SIZE 

A number ranging from 1-12 indicating the size of the planet. This is the number 
af "regions" available for the creation of DEAs and therefore various structures on 
the planet. Earth is raughly a size 6 on this scale, and Jupiter a size 12. 




? 


mineral Efficiency 

If the moons have better minerals than the planet, it is 
assumed that mines oilll be placed there instead. The 
bonus is based on hoiv much better they are, adjusted 
for the moons gravity. 

Bioharvest Efficiency 

If the moons have better food production regions than 
the planet, it is assumed that bioharvesting DEAs ujill be 
placed there instead. The bonus is based on houj much 
better they are, adjusted for the moonS gravity. 

rnoHimum Population 

moons offer more living space, though travel to and from 
moons is obviously more complen than travel to the neHt 
toujn. The additional living space on moons that are suit- 
able far your race is added to the total for the planet. 



PLRnET economics proel 

To see hou the selected planet's ____ _ | l — 

economy Is faring, Chech out the S T 3-j S “ ' 

Economics panel. ^ jj "" I 

STflRTinc BnriK 

flUs In the planets banh at the start of ~^qq ||Q||| r 

this turn. ■ 

enoinc bark ^ ! 

flUs remaining In the planets banh I— 

after this turns Income Is added and enpenses are subtracted, more details on 
hour these numbers are derived can be obtained on the Planet screen. 
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BUILD QUEUES 

These tuuo sets of Icons shouj Items that are slated to be built by this planet, 
money that has been allocated for construction Is allocated to each Item In the 
queue, starting oilth the one at the left. If enough flUs are available to build 
more than one Item In a turn, funds are allocated to additional Items until all 
funds are used up or all Items are built. Rny unused funds go bach Into your 
planetary banh. 

Some Items may require more than one turn to build. In this case, they ulll 
remain in the queue until they are completed. In addition, if not all funds are 
used up by items that require multiple turns, other items can and cjill be built in 
the same turn. This prevents big items from "clogging up" the production 
queues. You can find out the number of turns required to complete a given 
item by enamining the build queue on the Planet screen. The green bar at the 
bottom shouus current progress of the item. 

The bar graph to the right of the build queue shouus the percentage of your 
current-turn spending limit that is being applied to this queue (the spending 
limit is the money in your banh plus current turn tanable income). 

You can double-clich or right-clich any item in the queue to delete it. If you do 
this, you lose all of the money spent on that item. You can clich on and drag 
items around in the queue to change the order in uuhich they uuill be built. 

military 

The military Build Queue manages items such as ships, orbitals, ground troops, 
deployment centers, and planetary defense installations. It also includes structures 
that uuhich are used to improve the construction of military items (such as buildings 
that increase hull sizes, for enample). 

If money has been allocated at the Empire level via military Grants, it uuill be 
spent this turn. This means that military items may be completed sooner than 
the estimated time uuould suggest. These grants also include money to pay for 
any additional pollution caused by the increased military spending. 






Planetary 

The Planetary Build Queue manages buildings that have planet-uuide effect 
(and therefore can be built only once on each planet). These are all listed on 
the Planetary Infrastructure panel of the Planet screen. The System Seat and 
Imperial Seat of Government are also built via this queue. 


Ecanamics 

Your planetary viceroy handles some construction tashs aiithout informing you 
of the details. All DERs and buildings uuithin DERs are constructed based on the 
budget that you set uuith the Econ slider on the Planet screen (or that your 
viceroy sets on your behalf). The status of these items can be vieuued on 
the Planetary Infrastructure ppanel of the Planet screen, though you uuill not 
normally need to be concerned uuith planetary operations at this level of detail. 


Planet Econ Al 

This chech-bOH allouus you to either delegate day-to-day operation of the 
planet to your planetary viceroy, or to tahe a more active role in managing 
every aspect of the planets operations each turn. If cheched, the viceroy uuill 
obey your Regional Zoning and development plan requests (as specified on 
the Empire screen) and your DER zoning requests (as specified on the 
Economics panel of the Planet screen) but otheruuise uuill operate uuithout your 
assistance, building items, assigning DERs, and so on. 


If the bOH is uncheched, the viceroy uuill let you decide uuhich DERs are to be 
built, and uuhich Planetary or military items go into the Build Queue. 
Rdditionally, your viceroy uuill not mahe any adjustments to the budget sliders 
on the Economics panel of the Planet screen. 


note: Even ujhen youVe cheched the Planet Ccon Rl bOH, you can still mahe changes to the build queues, 
OCR zoning, tow rates, spending sliders, and planet classifications, and your planetary viceroy ujill attempt 
to tahe your requests into account. If you have adjusted the sliders, the Rl ujill initially leave them alone, 
but ujill gradually tahe over control over a span of ID to 20 turns. 






FUADinC LEVELS 

This panel summarizes the main economic settings for the planet, uuhich can be 
adjusted using the Economics panel on the Planet screen. Each bar shouus the 
percentage of the current spending limit that is being devoted to the designated 
aspect of your planets operation. The colors of the bars represent efficiency in 
production of each given item; the more you spend, the less efficient you uuill be, 
and therefore the less you uuill get for your additional RUs. The colors are as follouus: 


Green 

1 to 1 (maHimum efficiency) 

Yelloiu 

2 to 1 

Bright Orange 

3 to 1 

Darh Orange 

4 to 1 

Bright Red 

5 to 1 

Darh Red 

6 to 1 (louuest efficiency) 

The first three sliders (military. Planetary, normal Economic Development) share 
the same industry base, and the flUs used by the above sliders to produce 
production points all create additional pollution. The pollution budget is built 
into the slider setting. If the slider says you\/e allocated 226 RUs to normal 


La 



r 


Economic Development, youre actually getting somecjhat less because pollution 
mitigation is tahing some of those funds auay. 


normal Economic Development 

This represents the construction of all normal economically related entities on 
the planet, such as DERs, buildings, and so on. Rny eHcess funds are returned 
to the planetary banh. 

TerroForming 

This represents the funds allocated to terraforming the planet (and therefore 
moving its habitability closer to the "sujeet spot"). Dote that terraforming 
depends on certain technological achievements. Until these items are 
researched successfully, you cannot terraform your planets. 

The number of researched terraforming achievements determines both the 
moHimum number of habitability rings a planet can be terraformed and the cost 
of terraforming. Certain advanced terraforming achievements allocj planets to 
be terraformed to the best habitability (paradise) for their species. 

Rny planet that has been terraformed pays maintenance to heep it at that 
terraforming level. If a planet can't pay terraforming maintenance, it oiill 
begin to slide bach touuard its original habitability. Even if a planet that has 
been terraformed in the curong direction is captured, you still pay the full 
maintenance. In this case, hoaiever, that maintenance, instead of beeping 
the planet terraformed in the previous direction, actually helps move the 
planet to a more favorable habitability. 

Research Development 

This represents funding of research (producing Research Points, or RPs). The 
color oiill change depending on the efficiency of the research efforts. 

Debt Reduction/Savings 

This is the amount of money thatS left over after spending, oihich aiill be used 
to reduce debt and increase savings in the planetary banh. 

II 
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THE SVSTEm FORCE SCREEI1 

To get a status on uhat military units 
have been deployed to a certain planet, 
clich on the Forces tab at the bottom of 
the System Survey screen. 


PIRRET FORCES PRREL 


The Planet Forces panel gives you a 
quich summary of uhat units are 
located at the selected planet. 



GROuno uniTS 

Sum of the numbers of all friendly army 
units ("grunts") on the planet (from soldiers 
to battleoids). 


miSSILE BRSES 

number of operational missile bases on the 
planet. 


BERm BRSES 

number of operational beam bases on the 
planet. 


II hra^ll 


PLINET FORCES 

Ground units: 

0 

Missile bases: 

□ 

Beam bases: 

0 

Fighter bases: 

0 

Orbitals: 

0 y 


FIGHTER BRSES 

number of operational fighter bases on the planet. 

ORBITRLS 

number of operational orbitals currently protecting this planet from space. 


PLRRET TRSK FORCE PRREL 


This panel lets you looh at all of the friendly and hostile 
forces in space around this planet. 


Icons are used to shou the type of Tash Force or 
System Ship. To enable the Disband button at the bot- 
tom of the panel, clich on one of the icons, multiple 
selections are not alloued in this panel. 



r/t IT 








The type of the icon indicates the mission of the tash force, as folloais: 


Carrier 



MM 





Short-Range Rttach 


Long-Range Attach 


Indirect Fire 


System Ship 


Transport 


mV FORCES 

Shaois icans for each Tash Force or System Ship of yours in this system. 

OTHER FORCES 

Shoois icons for each Tash Force or System Ship in this system that belongs to 
another player; aihether allied or not. 

DlSOnnO SELECTED TRSK FORCE 

Fliminates the selected Tash Force, sending all remaining ships bach into the 
reserves, note that ships sent to the reserves luill usually be offline for a feu 
turns before they are available ance more for use in another Tash Force. 

SERD COLOnV 

This is a short-cut command that creates a Colony Tash Force at the nearest 
Deployment Center (or finds an eHisting one thats nearby) and gives it instructions 
to colonize the selected planet. If no planet is selected, you uill be prompted to 
select one. 

SERD OUTPOST 

This is a short-cut command that creates an Outpost Tash Force at the nearest 
Deployment Center (or finds an eHisting one thatS nearby) and gives it instructions 
to place an outpost on the selected planet. If no planet is selected, you uill be 
prompted to select one. 



:[ CRERTE GROURD TRRRSPORT BUTTOR 

I Cliching this button uill tahe you to the Ground Forces Assembly screen. Dote 
. that, once you\/e created the Ground Force, you'll then be tahen to the Tash 
Force screen, since you'll need to create the ships that uill move them to the 
desired destination. 

GO TO TRSK FORCE CRERTIOR BUTTOR 

Cliching this button uill tahe you to the Ship Tash Force Assembly screen. Rote 
that, once yout/e created the Ground Force, you'll then be tahen to the Tash 
Force screen, since you'll need to create the ships uhich uill move them to the 
desired destination. 

STRRS RRD PLRnETS 

Stars are connected uith lanes that can be traveled, though you'll only see the 
ones youVe discovered. Initially, that means you'll probably see tua or three 
lanes leading from your star to its neighbors. If youfe on one of the arms of 
the galoHy, you'll probably have feuer neighbars nearby. That mahes for feuer 
potential enemies, but also feuer easy places to enplore and enpand. 

UUhen you double-clich a stai; the vieu zooms in to the star and, as the vieu 
gets tighter; you can see the Planets and their associated moons in orbit 
around that star This is hnoun as the System screen. By cliching on the Star 
(or pressing the CSC hey) you can transition bach out one level to the previous 
screen until youfe bach at the Galany map again. 

STRR LRRES 

j As outlined earlier; Star Lanes represent "highuays in the shy" that your 
spaceships and fleets can utilize uhile enploring the galany. The advantages to 
Star Lanes are threefold — they can get you from point A to point B rather 
quichly, they can be upgraded through technology to propel your fleets even 
faster and they can be used to create chohe points at hey star systems in your 
empire. Star Lanes are marhed on the map as Blue or tlJhite lines connecting 
tuo stars. 

FLEETS 

Rny ship or group of ships you 
hove controi oF is indicoted on the 
mop by 0 tiny ship icon in your 
imperioi Coior. If yau somehou hnou 
the current locatian of another races 
fleet, its shoun, too, but in that 
Empires color You can clich on any 
displayed fleet to get information 
about it or — in the case of your 
ships at certain times — give orders. 

The location of each icon tells you something about it. If its betueen star sys- 
tems, then it is en route to someuhere. Icons sitting above and to the right of 
a star are considered to be in orbit around a planet in that system. Icons sitting 
above and to the left of a star have been given movement orders and uill no 
longer be located at that star as soon as the turn is campleted. 






TRRVEL Lines 

111 hen any of your space fleets are in transit, a brohen line marhs the space 
! betcueen the ships and their destination. Rear the fleet is a tiny number — the 
remaining travel time in turns. If you somehou hnouj the destination of another 
raceb fleet, that is displayed as aiell. 

lUORmHOLES 

These bizarre spatial anomalies are thought to be created aihen tuuo blach holes 
collide at unimaginably high velocity and turn each other inside out. Somehou, the 
! interaction of the singularity regions "pinches" toio distant points in hyperspace 
I together Regardless of the cause, the effect is clear; any ship can travel from one 
end of a stable uormhole to the other in just a single turn, no matter uuhat the 
distance. UJormholes are marhed on the map as Green lines connecting toio points. 

THE ORIOn SECTOR PART V 

THE REUI niRSTERS OF ORIOI1 ROD THE ORIOR CIVIL UIRR 

Circa 8200 GC, during an eHceptionally 
long period of hyperspace stability, 
several young races in the Orion Sector 
discovered the basic concepts of FTL 
technology. Interestingly, most of these 
races oiere by-products of genetic 
manipulations, aiith the enception of 
the mehlars and the Silicoids. fls they 
branched out, they came into contact 

cjith one another, and much as had , _ 

happened before, differences became 

suspicions, and suspicions became hostilities, and hostilities became warfare. 
Despite the establishment of a centralized political body that they called The 
Orion Senate (named after the mysterious Orion star system at the center of the 
sectoi; ULihich no ship had ever enplored due to the presence of a pouerful but 
unidentifiable battleship that protected the system), the young local Orion races 
soon found themselves enmeshed in a brutal and bloody ujar for territory luithin 
a small region of space around Orion itself (their viecj of the Orion "sector" uas 
significantly smaller than uhat the sectorb area had been at the height of the 
Orion Leagued pooier). The 300-cycle long conflict cuas eventually ended by 
the Humans, cjho had, through shady diplomacy and brute force, managed to 
subdue their galactic neighbors one by one until they all stood grudgingly behind 
them and elected them to the Presidency of the Senate. 

The Pqh Humanica 

The Humans united the Orion Sector under the banner of the Pan Humanica, 
preaching the onset of an "age of enlightenment; in an effort to bring about a 
harmony among all peoples. This led to many positive effects — a focus on 
mahing all colonies self-supporting so as not to rely on hyperspace and FTL- 
1 transported supplies, the promotion of trade cjithin the boundaries of the Pan 
I Humanica, and a devotion to culture and the arts that led to many great uorhs 
! being created by all races. 






The negatives to these developments included a lach of focus on scientific 
research, a reduced drive for enpansion, oiith population control methods 
strictly enforced, and a tyrannical policy of insisting that all conformed to the 
"utopian" vieois of the Pan Humanica. The fascistic Humans ruled the Orion 
Sector ujith zero tolerance for aberrant behavioi; monitoring and controlling 
the citizenry oiith brute-squad tactics, fls a result, though the Poh lasted for 
almost 10,000 cycles, the civilizations aiithin the Orion Sector did not enpand 
much at all, uuhether territorially, militarily, or scientifically. FI large part of this 
cuas due to the hyperspace flUH that continued to hamper FTL travel, but the 
"artistic" progress toaiard a "utopian" society led to nothing but stagnation 
and Humanocentric socio-political elitism. Unbehnooinst to them, the flntaran 
Hegemony uuas mahing constant strides foruard in their ruthless goal to be 
masters of their domain. Even as the Pan Humanica restricted FTL travel due 
to the unsafe nature of hyperspace, the flntarans uere studying uuays of 
using uuormholes to enceed hyperspaceS limitations. 

This stagnation might have continued uuere it not for the fact that the Long Flight 
finally ended. Ironically, the Pan Humanica barely noticed, having limited FTL 
travel so much that very feuu ever used it at all. Houuevei; pirates and traders and 
merchants all gambled cjith hyperspace constantly, and soon realized that the 
disruptions uuere all but gone. Their discovery cuas hept secret for their ouun profit, 
but idle gossip and boasting soon filled the ears of both the Poh Humanica 
empires and others nearby. Those other civilizations bordering the Orion Sector 
had developed to the point uuhere FTL travel became a possibility, and some, 
having heard about the Pan Humanica from various travelers, sought to colonize 
cuithin their borders. Elerians, Gnolams, and Trilarians entered Orion space uuith 
the same intent that all the younger races once had: enpansion of their empires. 

Historical Rote: The Evon also appeared nearby at this time, deposited there by mizara colony ships. 

The mizara had eventually developed the technology needed to genetically manipulate and engineer local 
races ujithin their space, even as the Orions and Rntarans had done. The mizara, hoiuevei; engineered a 
race for the purpose of scouting the galawy and searching for the "threat" of Center One descendants. 
Their function ujas to colonize and eupand and euplore the galany in the name of their "gods; luho had 
given them this divine mandate. Hundreds of colony ships loaded oiith Evon colonists and primitive tech- , 
nology (by mizaran standards) oiere launched across the galawy betoieen 3000 GC and 3500 GC in 
search of habitable oiorlds to colonize. The mizara could thus focus on ewpanding their local borders (still 
a gradual process due to the Long flight effect) and developing their ooin empire and resources for their 
great oiar: vengeance against Center Ones descendants. tUhen they enpanded and came to a region of 
space that the Evon had dominated, it made it easier for them to assimilate that sector into their domain. 
tUhen they came to a region of space ujhere the Evon had been dominated, they hneuj that a potential 
threat ewisted there, and could concentrate more fully on securing that region through force. 

Historical Rote: mizara and Polarid ewpansion in the Galactic Core had eventually brought them into 
contact liiith each other The Polarids had, by some incredible strohe of luch, settled in a system uuith a 
ujormhole nenus similar to that oihich had orbited Center One, but far more stable and reliable. Pis a result, 
the Polarids survived and prospered during the Long flight, for travel through ujormholes ujas not 
bloched, and their home system contained over a dozen ujormhole endpoints. They managed to ewpand 
into a sizeable empire, and advanced quichly in the field of lilormhole Physics. Upon mahing contact niith 
the hostile mizara around 3900 GC, they began amassing their forces in threatened systems nihile 
launching an immense intelligence gathering operation. The Polarids learned of hour the mizara mere 
using the Evon as advance scouts, and proposed their omn project, the construction of an "Evon Killer" 
race, in response. It tooh several tries to succeed, and the Polarids dispatched many of their failed ver- 
sions through a one-may mormhole that they had created. The endpoint of that mormhole mas deep in 
the Orion Sector and those failed "Evon Killers" ended up colonizing the first planet they found. They 
called themselves Humans, and mould one day use the cunning and ruthless instincts the Polarids had 
instilled in them to dominate the Orion Sector The Polarids themselves finally succeeded in breeding mhat 
they felt mas the ideal huhter-hiller race, mhom they called the Varahesh, and around 0500 GC began 
dispatching their omn colonists throughout the galany on a search for the Evon. 
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CHAPTER FIVE: PLAAET VIEUI 

The Planet screen lets you looh In detail 
at the status of your planet and mahe 
changes as you see fit. normally, your 
planetary viceroy aiill handle the day- 
to-day operation of the planet, leaving 
you to concentrate on the 
larger challenges of running the empire. 

But you can come here as much as 
youd lihe and mahe recommendations 
about hocu the planet should be run. 

This chapter shous you hooi to tahe advantage of your many options on the 
Planet screen. 

UniVRLUE Rinc 

This scale (represented by a circle around the planet) shouus the relative 
development of that planet by the civilization that controls it, based on that 
civilization's manimum technological abilities in the areas of economic devel- 
opment, environmental development, population size, and military defense. 
This alloais players to mahe a quich "apples to apples" type comparison of 
planets at a glance and is very useful for high-level planning. Essentially, 
the greater a planet's univolue, the juicier a target it is (and the more its 
ouuner should protect it). 

PIRRET IRFORniRTIOn PRREL 

This panel gives the basic overvieu of the 
selected planet. 

name 

name of planet expressed as name of star 
folloujed by Roman numeral describing the 
orbit number (RItair IV is the planet in the 
fourth orbit of the solar system containing the 
star RItair). 

CORTROLLED BV 

This shocjs the dominant race on the planet. There may be several if the planet 
uas captured from one empire by anothei; or if forced labor units (FLUs) are 
located on the planet. 

PLnnET SIZE 

R number ranging from 1-12 indicating the size of the planet. This is the number 
of "regions" available for the creation of DERs and therefore various structures on 
the planet. Earth is roughly a size 6 on this scale, and Jupiter a size 12. 

minERRL RRTinC 

R measure of the abundance of heavy elements mahing up the composition of 
the planet. This (along uuith terrain) affects the output of mines and the amount 
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^ ^of RUs generated from rare mineral byproducts, as uuell as the gravity level on 
'F i the planet, mineral Rating tends to be greater on planets orbiting young solar 
; ; systems, because their stars have been formed from the remnants of 

1 supernovas, oihich typically include large quantities of heavier atoms. The mineral 
, . ' Rating has sIh levels: Ultra Rich, Very Rich, Rich, Rveroge, Pooi; and Very Poor 

BIODIVERSITV 

R measure of the diversity of the biomass of the planet. Biodiversity has five 
levels; Very Diverse, Diverse, Fleterogeneous, Flomogeneous, and Very 
jjBi.' Flomogeneous. Biodiversity tends to be greater aiith older solar systems. 
Biodiversity affects the regional ecosystem density of the planet and the 
amount of RUs generated from rare bioharvest byproducts. Greater diversity 
leads to greater bioharvest productivity. 

^ RVERRGE FERTILITV 

“ . Fertility is based on the habitability zone and the ecosystem density, and 
affects food production and the population grocuth rote. This value represents 
the average of the fertility levels of each region of the planet. 

POPULRTIOn 

number of population points on the planet. Population points ore required to 
run all economic buildings that increase the capacity (size) of a DER. 

GRRVITV 

The gravity level of the planet. There are five levels of gravity a planet can 
have; Crushing, Fleavy, Rverage, Light, and nil. Each species has an ideal 
preferred gravity. Rt that ideal gravity the species receives 10096 output from 
I all of their DERs. Gravity that is different from this ideal reduces the output by 
2596 or 5096 depending on hou much the gravity diverges from that ideal. 

il SPECIRLS 

' R list of any planetary and regional specials that enist on the planet. 

icons 

FOOD 

Output of bioharvest DERs and some population. Reeded by ~~| 
most species os nourishment and later consumed by factories. 

The numbers shooi the amount of food the planet produces, the iJl 
amount of food the planet uuants to consume, and hoai much of 
any shortfall is being met by encess food from other planets, 
most population consumes food at the rate of one food per population point. 
Population points getting less than this amount ujill grooi more sloaily and have 
more unrest doom to 5096 of normal food requirements. Rt 5096 of normal con- 
sumption rate there is no population grouth. Belou 5096 of normal food require- 
ments the population starts dying off. 





, mineRflLS 

^ Output of mines and some population. Reeded by some 
species as nourishment and consumed by factories. The 
numbers shoai the amount of minerals the planet produces, 
the amount of minerals the planet uuants to consume, and 
hour much of any shortfall is being met by encess minerals 
from other planets. The factory consumption rate (mineral amount needed 
per 10 Industry) is reduced over time uith Rchievements. 

inOUSTRV 

Output of factories and population. Industry is a measure of 
the operating potential of the planet's industry. It acts as a 
funnel to determine the final cost of creating Production 
Points (PPs). For enample, if a planet has 50 Industry, then 
the cost of the first 50 PPs oiould be 1 RU per PP Rny additional 
PPs produced cuould have a greater cost (the industry is being overdriven and 
is therefore less efficient) up to 100 PPs. Rdditional PPs produced above 100 
cjould have an even greater cost uuith the cost increasing again at each 
multiple of 50. Rote that you can research some technological advancements 
that oiill reduce this effect. 

PRODUCTIOn POIRTS 

This determines hooi much funded manufacturing the planet is 
doing. The cost of building any structure is enpressed in 
Production Points. 

TEST TUBES 

j Output of research D£Rs and population. It is a measure of 
I the research potential of the planet. The Test Tube amount 
j determines the cost of mahing Research Points (RPs) lihe 
Industry does for Production Points. 

RESEARCH POIflTS 

This determines houu much funded research the planet is doing. 

The cost of any research project is enpressed in Research Points 
(RPs). Grants from the Empire level can supplement this, if desired. 

PLRRETRRV inFRRSTRUCTURE PRREL 

This panel gives you a detailed looh 
at the layout of each region on the 
planet. It shoujs the terrain and DERs 
that are currently there. You can use 
this information to help decide oihat 
to do ujith this planet, and then set 
up your development plans by zoning 
various regions for specific D£Rs that 

your planetary viceroy can build. Qr; you can let the viceroy mahe the 
decisions for you by simply leaving the regions unzoned. 
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PLRnETRRv BuiLDincs ; 

Some buildings affect the entire planet. These are called Planetary Buildings ; 
and are shooin at the top of the list. Rt the start of the game, you'll see only 
a feuLi items here. Rs the planet develops, hooievei; you'll see a luide variety of 
buildings here, ranging from defense installations to universities to planetary 
supercomputers. 

REGIOn IRFORITIRTIOn 

Rent to the region number you'll see several indicators that describe the 
characteristics of this region. First is the terrain, aihich can be either mountain, 
Brohen or Plains. Rent is the Ecosystem Density, uhich represents the amount 
of living material (flora and fauna) found in this region. The higher the Density, 
the higher the fertility of the region and the higher the population density. 

Third is the Fertility, uuhich ranges from Lush (the best) to Tonic. 

DominRRT Economic rctivities (der) 

Dominant Economic Rctivities (DER) let you determine the economic zoning of 
the planet. Each region of the planet can support 2 DERs and one spaceport 
DER. Your planetary viceroy aiill automatically create neuu DERs, as needed, 
based on the development policies that you have established. But you can also 
set up your ouun, if you desire. 

Bioharvest DER 

This DER produces Food (base efficiency of DER modified by regional fertility and 
terrain) and RUs from rare bioharvest byproducts (modified by food production 
and biodiversity). This DER requires a moderate population to run. 

mining DEA 

This DER produces minerals (base efficiency of DER modified by the planetary 
mineral richness and regional terrain) and RUs from rare mineral byproducts 
(lihe gold and gems). This DER requires a louj population to run. 

industry DEA 

This DERS potential is measured in Industry (uuhich allouus and controls the cost 
of mahing production points) and generates RUs. This DER requires a high 
population to run. 

Research DEA 

This DERS potential is measured in Test Tubes (uuhich allouus and controls the cost 
of mahing research points). This DER requires a louu amount of population to run. 

Government DEA 

This DER has tuuo effects. 1) Increases the efficiency of tanation and regional 
economic infrastructure, and 2) Reduces unrest. R government DERS sphere of 
influence depends on uuhich seat of government is located there. For an empire 
seat, this influence can entend all the uuay out to adjacent solar systems. This 
DER requires a high population to run. 

GFim£IS TIP: During land combat, the attackers gain control of the planet when the last Covernment DER 
falls, so place more than one government DER on important planets in order to make them more resistant 
to ground assaults. 





military D€R 

This D£R influences tuuo areas. 1) Increases the staching limit of military build- 
ings and orbitals on the planet. 2) Increases the amount of unrest reduction. 
Unrest reduction has an outreach effect. This DEfl requires a moderate popula- 
tion to run. 

Recreation DER 

This DER increases the happiness of the population by reducing unrest. It also 
generates RUs from tourism if there is a spaceport in the same region. Both of 
the recreation influences have an outreach effect that can entend out to adjacent 
solar systems. This D£R requires a moderate population to run. 

Spaceport DER 

This DER allocjs trade to occur oiith other Spaceport DERs. Trade generates 
revenue that can be taned. Lihe fan machines, the more Spaceports that are in 
eHistence, the more useful they become. 

Trade is brohen up into three types depending on the distance betoieen the 
Spaceport DERs that are generating the trade. Trade betiueen Spaceports on 
the same planet is called Commuter Trade, and this revenue is added to the 
planets GDP Trade betoieen Spaceports on different planets oiithin the same 
solar system is called local or system trade. 

Trade betueen Spaceports in different solar systems is called interstellar trade. 
Local and interstellar trade revenue shouus up in the trade category. Interstellar 
trade has an outreach effect that varies ujith the capacity of the spaceport D£R. 
Late in the game, a DER can trade luith D£Rs in solar systems four jumps auuay. 
This DER requires a looi population to run but has prerequisite regional popula- 
tion levels needed to be able to build the DER and to upgrade its capacity. 

TERRRin 

This represents the type of terrain each section of the planet falls into. The 
type of terrain modifies the output of both Farming and mining. 

Plains 

Relatively flat area cuith lots of loose material at the surface. UUell suited for 
farming by most species. Poorly suited for mining. 

mountains 

Very uneven area uuith lots of enposed roch at the surface. UUell suited for 
mining. UUell suited for farming by some species and poorly suited for the rest. 

Brohen 

In betuueen Plains and mountains. Rverage suitability for either farming or mining. 



PLRnET economics proel in detril 

The Economics panel shous the . i l. — 

follooiing summary information to sT S- S “ 

assist you in understanding uuhat the ^ r-’ ’ ** I ° .'T. 

planet is doing each turn, measured 
in Rntaran Units (RUs). ^ 

REVenUE DETAILS « S" 

• GDP Local: Gross Domestic „ ; „ . ^ > 

Product. Total amount of pre-tan m, ~ 

RUs generated by the planet, ^ 

before accounting for trade. 

• Toh Income; Rmount of GDP retained for the planetb use. 

• Trade; RUs generated through tanation on interplanetary and 
interstellar trade. 

• Grants: RUs given to the planet from the empireb banh. 

incomE: 

Sum of all four of the above sources of income. 

EKPEASE DETAILS 

• Production: Total RUs allocated by the Build Queues and the Funding 
Level sliders at the bottom of this panel. 

• maintenance: Total RUs needed to maintain buildings and ground 
forces on the planet, plus the cost of maintaining the current 
Terraforming level. This is based on uhat has been built previously on 
the planet and is not affected by the sliders. 

• Pollution: Total RUs needed to clean up the pollution generated by 
building things. This number is affected by the military and Planetary 
Build Queues and by the normal Economic Development slider 

EHPERSES: 

Sum of all three of the above enpense categories. 

STRRTinG BRRK: 

RUs in the planets banh at the start of this turn. 

ERDinC BRRK: 

RUs remaining in the planets banh after this turns income is added and 
enpenses are subtracted. 

inCDmE SDURCES 

This section shouus the layout of the DERs (Dominant Economic Rctivities) on 
the planet. Icons uuith a "B" represent DERs that have been built, and those 
uuith an "IP" represent those currently in progress. You can change these 
selections by going to the Planetary Infrastructure panel at the right of this 
screen. DERs that may appear include Farming (Bioharvesting), mining. 
Industry, Research, Government, military. Recreation, and Spaceport. 
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PLRRET ECOn Rl 

This chech-boH alloois you to either delegote doy-to-doy operation of the 
pionet to your planetary viceroy, or to tohe o more active role in managing 
every aspect of the planets operations each turn. If cheched, the viceroy uill 
obey your Regional Zoning and development plan requests (os specified on 
the Empire screen) and your DER zoning requests (os specified on the 
Planetary Infrastructure panel of the Planet screen) but otheroiise uuill operate 
cjithout your assistance, building items, assigning DERs, and so on. 

If this boH is uncheched, the viceroy uill let you decide aihich DERs ore to be 
built, and cjhich Planetary or military items go into the Build Queue. 

Rdditionolly, your viceroy cuill not mohe any adjustments to the budget sliders 
on the Economics panel of the Planet screen. 

note: Even ujhen youVe cheched the Planet Econ Rl bOH, you can still mahe changes to the build queues, 
DER zoning, tow rates, spending sliders, and planet classirications, and your planetary viceroy ujill attempt 
to tahe your requests into account. If you have adjusted the sliders, the Rl iijill initially leave them alone, 
but ujill gradually tahe over control over a span of ID to 20 turns. 

TRH RRTE 

Determines the percentage of the planets GDP and Trade available for spending. 

CRm£IS TIP: Higher tanation levels can Increase unrest. Each combination of species and government type 
has a different level of tolerance for the tan rate, so youll need to look closely at your own empire to 
determine the best setting for this control 

BUILD QUEUES 

These toio sets of icons shouu items that ore slated to be built by this planet, 
money that has been budgeted for construction is allocated to each item in the 
queue, starting aiith the one at the left. If enough RUs ore available to build 
more than one item in o turn, funds ore allocated to additional items until oil 
funds ore used up or oil items ore built. Rny unused funds go bach into your 
planetary bonh. 

Some items may require more than one turn to build. In this cose, they cuill 
remain in the queue until they ore completed. In addition, if not oil funds ore 
used up by items that require multiple turns, other items con and cjill be built in 
the some turn. This prevents big items from "clogging up" the production 
queues. The number of turns required to complete a given item is shooin here. 

The bar graph to the right of the build queue shouus the percentage of your 
current-turn spending limit that is being applied to this queue (the spending 
limit is the money in your bonh plus current-turn toHoble income). 

note: money does not build items directly. Eathet it goes toujord the creotion of Production Points (PPs), 
ujhich ore in turn applied toniard construction of items. 

You con double-clich or right-clich any item in the queue to delete it. If you do 
this, you lose oil of the money spent on that item. You con clich on and drag 
items around in the queue to change the order in uuhich they tuill be built. 


Build Queue Subpanel 

To change the items in the queue, clich on the button to the right of the slider 
This cuill pop up 0 subpanel shouuing the current items in the queue, details of 
any selected item, and o list of potential items that you may build at this time. 
Clich on any item in the queue to find out more information about it. The button 
at the locuer right cuill soy "Scrap!' Clich this, or simply double-clich the icon in 
the queue, in order to remove the item from the queue. 

Double-clich on any item in the list of Rvoiloble Items to odd that item to the 
queue, if theres room. Oi; just select the item and clich the Build button at the 
bottom of the panel. 

In order to close it, clich o second time on the button that opened this subpanel. 

military 

The military Build Queue manages items such os ships, orbitals, ground troops, 
deployment centers, and planetary defense installations. It also includes any 
structures that ore used to improve the construction of military items (such os 
buildings that increase hull sizes, for eHomple). 

If money has been allocated at the Empire level via military Grants, it cuill be 
spent this turn. This means that military items may get done sooner than the 
estimated time cuould suggest. These grants also include enough money to pay 
for any additional pollution caused by the increased military spending. 

Planetary 

The Planetary Build Queue manages buildings that hove plonet-cuide effect 
(and therefore con be build only once on each planet). These ore oil listed on 
the Planetary Infrastructure panel of the Planet screen. The System Seat and 
Imperial Seat of Government ore also built via this queue. 

Ecanamics 

Your planetary viceroy handles some construction toshs and cuill inform you of 
the details. Rll DERs and buildings cuithin DERs ore constructed based on the 
budget that you set cuith the Econ slider on the Planet screen (or that your 
viceroy sets on your behalf). The status of these items con be viecued on the 
Planetary Infrastructure panel of the Planet screen. 

FURDinC LEVELS 

This section lets you modify the main economic policies for this planet. 

Each slider adjusts the percentage of the current spending limit that is being 
devoted to the designated aspect of your planets operation. The colors of the 
bars represent efficiency in production of each given item (see chart on page 
^3): the more you spend, the less efficient you uuill be, and therefore the less 
you cuill get for your additional RUs. 

Rote that you con obtain technologies that reduce the losses from overdriving 
your economy, but those ore not yet in effect at the start of the gome. Driving 
your economy at 6:1 cuill be highly impractical at the start of the gome, but it 
may be more viable later Hocuevei; heep in mind that overdriving your production 
cuill also generate o lot of pollution, cuhich may contribute to unrest. 


f The normal Economic Development, Terraforming and Research sliders oil 
I contribute to pollution. The pollution budget is built into the slider setting 
* automatically, This means that if the slider soys youVe allocated 226 fiUs 
; to normal Economic Development, youfe actually getting somecuhot less 

■ because pollution mitigation is tohing some of those funds ooioy. 

normal Economic Development 

■ This slider affects the construction of oil normal economically related entities on 

■ the planet, such os DEfls, buildings, and so on. Any encess funds ore returned 
to the planetary bonh. 

Terraforming 

This slider affects the cost of terraforming the planet (and therefore moving its 
habitability closer to the "scueet spot”). Rote that terraforming depends on certain 
; technological achievements. Until these items ore researched successfully, you 
) cannot terraform your planets. 

^ Research Development 

This slider affects funding of research (producing Research Points, or RPs). 

PLRRETRRV CLRSSIFICRTIORS PRREL 

This panel shouus the tuo "classifica- 
tions" that hove been assigned to this 
planet by the Rl or by the player 
These con be used os o reminder of 
the purpose of the planet — 

"Research CenteC for enomple. But 
they con also be used in a very pooi- 
erful and simple cjoy to tell the fli hooi 
to best develop the planet. 

Development Plans (created on the 
Development Plans panel of the 
Empire screen) tell the planetary viceroy luhat to emphasize on o given planet. 
For eHomple, you con give high priority to research centers and medium priority to 
bioharvesting on your research planet, and the flI aiill favor the construction of 
those sorts of DEfls and structures. 

This panel shouus you uuhich tuuo classifications hove been assigned to this 
planet, and also summarizes the effects of any Development Plans that ore 
associated oiith those classifications. 
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miLITRRV IRFO PRREL 

This panel summarizes oil military 
activity on the planet. 

PLRnETRRV BRSES 

This section lists the types of bases on 
your planet — missile bases, beam 
bases, and so forth. 

miLITRRV SELF DEFERSE 

These graphs shouu the percentage 
of moHimum planetary capacity of 
the designated item that is currently operational on the planet. The capacity 
is based on the size of the planet. 



PLRRETRRV FORCES 

This section lists all of the forces on or orbiting this planet, along uuith their 
missions, strength level, and empire to uuhich they belong. Clich on one of 
the items in the list to see more details displayed on the right-hand side of 
the panel. You con also clich on the small orrouu to the left of a Tosh Force 
icon to see o list of the ships it contains. Clich it again to hide the details. 


The type of the icon for o space-based asset indicates the mission of the tosh 
force (see chart on page 52). Icons for ground assets ore specific to each race. 


DEmOGRRPHIC IRFO PRREL 

CURRERT POPULRTIOR 

This bar shouus o visual comparison of the current 
population to the moHimum population of the 
planet, fit 7596 of the planets moHimum population, 
the bar is colored yellouu. If the current population 
indicator is in the yellouu zone, then some unrest 
uuill be caused by overcrouuding. fit 5096 of the 
planets moHimum population, the bar is colored 
red. If the current indicator is in the red zone, then 
significant unrest uuill be caused by overcrouuding. 
tUhen people become too crouuded and ore 
unhappy due to unrest, they uuill tend to leave and go to other; better planets, 
if they con be found and reached. 

POPULRTIOR COmPOSITIOR 

This shouus the racial moheup of the planets population by using horizontal bars 
to measure the population of each race. The order of displaying the different 
races is done from largest on top to the smallest on the bottom. The numbers of 
forced labor units and robotic uuorhers uuorhing in DEfls ore also shouun here. 

UREmPLOVIRERT 

Shouus the percentage of the planets population that is currently unemployed. 
This figure is derived from taking the percentage of the population that is not 
being directly employed by DEfls and multiplying that by the tomtion rote. 
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POPULflTIOn CHRnCES ^ 

This panel details the changes in the population of the planet on the most recent 
turn. Increases are shoujn for natural grocuth (i.e. births minus deaths) and for 
immigration from other ujorlds. Losses can be from either starvation or emigration 
to other oiorlds. Each number shoain is measured in Population Points. 

The net change for this turn is shooin in large numbers at the bottom of 
this panel. 

URREST 

This shoois the unrest values on the 

planet and the three most important unrest conncsDs across? regions 

reasons for the unrest. This alloois you Unrest factors: 

to "zero in" on problem areas and 

decide houu to address them. 

Reasons for unrest can vary cjidely. 

They range from oppression (too high a setting on the Oppressometer) and 
overpopulation to encessive tanation levels. 

EnviRonmEiiT phrel 

The environment of a planet is determined by toio primary 
factors, surface temperature and atmospheric density, and is 
shOLun in a toio-dimensional matriH called the Habitability 
Display. The Habitability Display measures increasing temper- 
ature moving to the right along the bottom and increasing 
atmospheric density upoiard. 


PLRHETRRV TEmPERRTURE IRDICRTORS 
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Unrest connt: 8D 2 dcross 7 regions 
Unrest factors: 

HighTax 
Leader Effect 




nORniRL PIRRETS 

CHS CinnT PIRRETS 1 

Cold 

Qray/ijjhite terrain liiith purple/blue 
clouds: Purple/blue clouds 

may have ice 

UJorm 

Qreen/brouun terrain iiiith ujhite clouds: 
may have ice caps/iiiater 

Qreen/blue-green clouds 

Hot 

Broiun/yelloijj terrain yellouj clouds 
and little ivater 

Velloiii/broujn clouds 

Inferno 

Orange/red terrain uuith red/blach clouds 

Orange/red clouds 

RTmOSPHERIC DERSITV IRDICRTORS 


negligible 

no atmosphere 


Thin 

Light cloud cover 


Thich 

Heavy cloud cover 


Cos Giant 

Total cloud cover ujith liieather bands 




For eHomple, a Humanoid player uuould looh for a Terran type of planet 
' (aiarm oiith a thin atmosphere, lihe Earth). So that player should heep an 
; eye out for a oiorid uith oihite light cloud cover and covered in green terrain 
^ujith possibly uater and/or ice caps. 

ERVIROnmERT DISPLRV 

: The Environment Display gives tuo pieces of information: 

• Plots the current and original location of the planets environment. 

• Shouus the ideal environment of your species uith enpanding rings 
(called habitability rings) to shouu levels of degradation from that ideal. 

' The Environment Display allous you to quichly measure hour favorable the 
' planets current environment is for your species or for any other player in 
, the game, fl planet that is great for you might be terrible for anyone else, 
i and you can often use that to your strategic advantage. You can clich on 
I the enpansion tab and use the drop-docjn menu in the Environment Display 
1 to vieuu the current planet from the point of vieoi of any species. 

Habitability ring determines: 

• (tUith ecosystem density) the fertility of each region 

' • (tUith size and ecosystem density) the moHimum population per region 

• maintenance cost of buildings on the planet 

To see the effect of the habitability rings on the planet, see the chart on 
page 46. 

THE ORIOn SECTOR PART VI 

THE GRERT UIRR: RCT ORE — 

“THE FRLL OF THE PRH HURIRRICR" 

Rumors and gossip by various raiders, 
merchants, and pirates brought up sto- 
, lies of huge empires beyond the Orion 
i Sectoi; civilizations that had mastered 
interstellar travel and oiarfare, and many 
! other dangers and riches that lay near- 
by. Soon these stories tooh root in the 
: people and the old dreams returned: flil 
the stars cuere there for the tahing. One 
by one, the local Orion races resurrected 
their old space programs, and the revitalization of the Orion Sector uas underoiay. 

. This blatant rejection of the Pan Humanicas enforced policies uas met Luith strong 
resistance, but the Humans could not suppress the rediscovered dreams of the local 
Orion races. In addition, the neuu "threat" posed by previously unhnoiun races — 
the Qnolams, cuho saoi profit in this neoi territory; the Elerians, uho sought to test 
' their strength against their neighbors: and the Trilarians, aihose homecjorld nocu 
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rested oiithin the bounds of the dying Poh Humonico — challenged the 
authority of the Humans. By 17633 QC, the Pan Humonico cjos no more, os 
each individual race rejected the Senates stagnant policies and rose up to claim 
cjhot OIOS rightfully theirs. Rot every race uithin the sector made itself hnoun; 
hiding in secret oiithin the Orion Sectors gas giants oere the Ethereans, oho 
did not oish to be bothered by the other races' oorfore, and developing just 
beyond the bounds of the Poh Humonico oere the Evon colonies. 

fls the local Orion races rose up and enponded their empires, they again faced 
conflict oith their neighbors over borders and territories. The Orion Senate oos 
convened to maintain diplomatic relations betoeen the grooing nations, and 
trade and discourse flourished even os oor fleets oere being built nearby. 

THE GRERT UIRR: RCT TUIO — “THE RflTRRRII mERRCE" 

It oos inevitable that the drive for territorial enponsion oould bring the local 
Orion races into conflict oith one another again, and the drums of oor oere 
dusted off and sounded throughout the sector. Legends and tales from this oor 
still remain oithin the historical archives of the local Orion races. Stories of the 
vast legions of Sohhro, "os numerous os the stars in the shy; or the shodooy 
Dorlohs, "the hidden masters of chaos and dissent; or the fTIrrshon, "proud and 
noble oorriors" oere still remembered thousands of years after the oor hod 
ended. Regardless of the literary license tohen oith the ooi; it oos still o vast 
and terrific undertohing for oil the races involved. Each race arrogantly claimed 
that it oos the rightful master of the Orion Sector; and each race fought to the 
death to prove themselves right. Though the Evon and the Ethereans did not 
participate in the conflict, they did observe it from the sidelines, the Evon to 
prepare, the Ethereans simply to oooit the potential discovery of gas giant 
terraforming and tohe counter-action in such on event. 

One other race, houever; mode itself hnoun during this time period. The first 
confirmed raid by the flntorons in the Orion Sector tooh place in 17863 GC. 
numerous additional raids follooied. Rt the time, they oiere seen os nothing 
more than mysterious raiders aiho attached fleets and colonies, seemingly at 
random, and oloioys destroying everything that they encountered. Their 
ottochs soon come aiith increasing frequency and brutality, costing all races 
equally in ships and population. Ro race oios spared o visit by the Rntorons, 
and cjith each subsequent attach, the local Orion races greai o little more uuorried, 
0 little more fearful: ULlho uos it oiho oios challenging them, oihere did they come 
from, and oihot did they oiont? 

In the Senate, on intense study uos conducted concerning the Rntoron menace in 
17878 QC. Its results uuere both disturbing and disheartening. The study correctly 
concluded that the Rntorons cuere o very ancient race utilizing technologies both 
unhnooin and quite superior to those currently in use by the local Orion races. 
tJLiorse, they uuere operating not from another sector (against uuhich o counterstrihe 
could be launched), but from another dimension. Somehouu, o uuoy uuould hove to 
be found to invade their dimension if the Rntorons uuere to be dealt uuith. 
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In the meantime, the uuor continued, and the Rntorons maintained pressure on 
the Orion races indiscriminately. Even os they fought amongst themselves, the 
young Orion races realized that if the uuor did not end soon, either through 
political or military means, then the victor uuould be the Rntorons themselves. 
The unimaginable terrors that implied led the survivors to ever-greoter lengths to 
end the Great ULlor But no race could gain o serious enough advantage to unite 
the Orion races. Suspicions and hatreds ran deep. Besides, it uuos repeatedly 
argued, uniting against the Rntorons uuos o futile stance uuhile they uuere safe 
and inaccessible in their ouun dimension. 


II1TERLUDE: RflTRRRII DOII1ESTIC POLITICS RI1D THE 
HEGEmoniC EHPRRSIOn 


Despite Rntoron pride in their overuuhelming technological and military superiority 
to the rest of the galony, the Hegemony uuos not the invincible bastion of pouuer 
it believed itself to be. It hod been divided into tuuo factions since its foundation. 
Those Rntorons uuho hod been trapped uuithin the dimensional prison formed the 
military "enponsionist" faction (ruled by the cabalistic Rntoron Central Command), 
and they constantly pushed for the enpansion of Hegemony borders and 
conquest of neighboring rivals. Opposing them uuos the "internalist" faction, uuhich 
hod originated uuith those Rntorons uuho hod thrived outside of the dimensional 
prison (the former Rntaran Federation). Their policies uuere more often focused 
on internal development, research, and a defensive military presence. 


Rivalry betuueen the tuuo factions uuas strong, and Rntaran policies shifted 
constantly, depending on uuhich group uuos in pouuer at the time. Fortunately 
for the local Orion races, the tuuo factions uuere occupied uuith other events 
uuhen the Rntorons re-discovered the Orion Sector. The end of the Long Right 
negated the limitation of the effective range of the Trons-Oimensionol Portals, 
and as a result the Hegemony launched o program to re-chart the ancient 
space lanes of their region of the galony (the internalists hoping to gain neuu 
scientific and cartographic data, the enpansionists hoping to discover neuu 
directions for conquest). They soon rediscovered their ancient allies, the Rlioth 
and the ffleissans, but both empires hod long since forgotten the Rntorons 
and had succeeded on their ouun devices. They reacted to initial Rntaran 
attempts at communication uuith hostility, and so both Rntaran factions agreed 
to spend their energy on conquering and assimilating the tuuo rogue empires. 




Lord Rdmirol Hyphys Rfom tooh the Green Fleet (the defensive armada of the 
internalists, patterned uuith the color for strength) and challenged the nearby 
Rlioth, uuhile Grand Rdmiral Therion Vfaah tooh the Blach Fleet (the pride of the 
enternalists, patterned uuith the color for conquest) and engaged the more distant 
meissans. The Rlioth proved to be for less of a challenge than enpected, and thus 
the Green Fleet uuas quich to secure their space and begin integrating their 
uuorlds into the Hegemony. The Green Fleet ships uuere gradually cycled bach to 
the fleet command center of hothoi; safely hidden uuithin the Rntaran Sectoi; for 
refitting and repairs. It uuas from these uuithdrouun Green Fleet forces that raiders 
uuere dispatched to probe and harass the Orion Sector; uuhere they enpected to 
find their ancient enemy, the Orions. Information had to be gathered on their fate 
during the Long Right. 
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The raider squadrons uuere deliberately hept small to allooi the Rntarans a certain 
measure of deniability if the Qrions proved to have somehou become far more 
advanced than the flntarans. It oias much to their surprise that the Rntarans 
uere originally unable to find a trace of the Rncient Orion civilization. UUhen they 
discovered the nooi indigenous races of Orion (from a respectfully safe distance; 
they cuere shooting at each other after all), Rntoran paranoia and arrogance hept 
them from admitting that these puny civilizations aiere not, in fact, being actively 
manipulated by a secretive Orion civilization lurhing nearby. Eventually, some 
digging around various ruins they found in the Orion Sector convinced them that 
these barbarian races cuere, in fact, all that remained of "the enemy!' 

RIthough the situation uas ripe, the Rntarans could only send out raids 
against these Orion barbarians oihile their toio fleets uuere engaged in serious 
actions against aiorthy opponents. Thus, the Rntaran raiders met uuith only 
limited military success in the Orion Sector as they lached the numbers and 
focus to act decisively, nonetheless, the Rntarans conducted far more raids 
into the Orion Sector than the local Orion races ever hneuu about. The Green 
Fleet, true to its "internalist" objectives, set out to find any Rncient Orion 
settlements left on uuorlds not yet occupied by these neuu "locals!' The 
Rntarans absconded uuith untold secrets and treasures from the lost Orion 
ruins they discovered and looted, bringing these cultural and technological 
artifacts bach to the Hegemony for further analysis. 

Until the Green Fleets victory over the Rlioth could be completely consolidated, 
the Rntarans had to play for time against their third front at Orion. Rnd uuith 
the freahs of Orion busy hilling each other; time uuos something the Rntarans 
seemed to have plenty of. 

THE GRERT UIRR: RCT THREE — “RETRIBUTIOR " 

Caught betuueen the proverbial Silicoid and a hard place, the local Orion races 
could not find a political or military solution to the Rntaran menace that uuas 
grouuing in strength, uuith larger strihe forces coming through every cycle. Once 
again, the ansuuer uuould come from the scientific community. 

In 173 H GC, the Psilons accidentally discovered an ancient Orion research 
laboratory on one of their colony uuorlds, and uuith some effort deciphered 
the technologies therein, most important among those technologies uuos a 
prototype for an Orion version of a Trans-Dimensional Portal, designed to go 
from normal space into the hidden Rntaran Sector. tUith this hey piece of the 
puzzle, the Psilons realized that the local Orion races uuould soon be able to 
avenge their losses. 

hnouuing that they themselves did not have the military muscle to challenge 
the Rntarans single-handedly, the Psilons uuisely chose to trade the 
Trans-Dimensianal Portal technolagy to all the local Orian races (profiting 
vastly fram the enchanges), and soon TOP'S uuere being constructed around 
every homeuuorld. The Psilons also studied the Rntaran attach patterns and, 
using the neuu hnauuledge they had gleaned fram the ancient Orions, determined 
that all the Rntaran attachs uuere being launched from a single point in other- 





dimensional space. They hypothesized that that point uuould be the Rntaran 
homeuuorld, and thus their best target. The lacal Orion races agreed, some of 
them even daring to send raiding parties through their portals to challenge 
the Rntarans an their ouun turf. 

The Rntarans uuere barely concerned uuith such raids; there uuere aluuays enough 
refitted Greet Fleet ships to destroy the Orion invaders long before they could 
threaten tiathar itself, and the Orians themselves praved to have technology 
insufficient to the tash of actually hurting an Rntaran uuorld. The Rntarans uuaited 
patiently, the Green Fleet finishing up uuith the Rlioth Sector and the Blach Fleet 
continuing the uuar against the meissans. 

The Rntarans' mistahe uuas to miscalculate the sheer hatred the Orions had 
come to feel for them, o hatred that drove those races day and night in prepa- 
ration for uuar uuith their greatest enemy ever 




CHAPTER SIH; TECHAOLOGV 

Technological Research in 171003 is handled through the Technology screen. Rs 
your civilization groois, each planet can generate Research Paints in order to 
fund the grouth of technology. Research Points (RPs) generated each turn are 
applied to designated schools of research for the empire. 

THE PROCESS OF TECHROLOGV 

Once your empire has generated Research Points, you need to decide uhere to 
spend them. In the Technology screen there are siH theoretical Schools tooiard 
cjhich Research Points can be allocated. Progress in each af these Schools aiill 
cause additional technolagies ta become available for research by your empire. 
The technologies do not become available immediately — first, the hnouledge 
must be adapted into practical applications through research projects. 

RESERRCH 

Its not enough to learn a neuu scientific principle: you need to actually build 
something based on that hnooiledge in order to give your empire access to the 
technology. Qnce youVe progressed to the appropriate level in a given School 
for a technology to become available, a research praject is initiated and your 
scientists cjill begin creating the first prototype. This process can vary in the 
amaunt of time it tahes. During this time the project is subject to cost or time 
overruns, as uuell as being vulnerable to enemy spies. Once the project is 
complete, the technology is available to your empire. 

RDVRnCES 

Technological Advances affect your entire empire and don't need to be built. 
Once their research project is complete the Advance is automatically applied 
throughout the empire. 

OVERRUnS 

Scientific research is never entirely predictable. Unenpected raadblochs 
sometimes appear, and promising theories sometimes turn out to be false 
leads. Ultimately, perseverance cuill bring success, but sametimes these 
roadblochs, hnouun as Praject Overruns, can cause a project to cost more 
money or tahe longer than enpected. Sabatage by enemy spies can also 
cause Project Overruns. 

CRmeiS TIP: You can see the progress of a project and any overruns that have occurred by selecting the 
individual research project on the Technology screen, fl/so, you will normally receive a SitRep message 
when an overrun occurs, though sometimes your least competent researchers will not even announce 
their failures. 

SECORDRRV REQUIREmERTS 

Some technologies require more than just a certain level of research in the 
ariginal Schaol in order to be available for research. To find out if this is the case, 
you can looh at the ican for the technology in the Technology fTlatriH screen. 


HOUJ RESERRCH POIRTS RRE GERERRTED 

Research Points in your empire are — > 
generated from your planets through 
the building of Research D£Rs and 

supporting structures. Similar to the h- — •" iMfa 

planet's ecanamic systems, these ? 

structures create the capacity at the . . — | 

planetary level to accept funding ■ sjk I ' ! 

and generate Research Points for the ■-s-.;. —■ , 

of money allocated to Research on a vt. t f.. ti,, f 

particular planet by using the Ecanomics » 

panel on the Planet screen. i 

You can provide additional funding above the base capacity, but uuill see | 

diminishing returns as you increase the amount. The funding bar cjNI change f 

calors to reflect this. UJhen this bar is green, the planet is creating 1 Research S 
Point for every RU spent. At the nent level it costs 2, then 3, etc. | 

If a planet cannat afford to spend enough RUs to fully fund your research, you j 
can also divert empire funds through the Budget -Finance screen tooiard Research. 
These funds are allocated touuard oihatever capacity the planet has left, and are ' 
affected by the same rule af diminishing returns as planetary spending. 

GRTTieR TIP: To most efficiently generate Research Points at the planetary level keep the funding bar at 
the highest point where its still green. 

TECHnOLOGV RIRTRIH 

The Technology fTlatriH screen shaojs all * j 
the prajects that your empire or other 
empires have completed and the levels I 
achieved in each of the sin Schools. It If 
also displays those technologies that are 
upcoming and oilll be available soon. . a: 

This differs from game to game — not 
everyone gets every technology. ■ ; 




CRTflER TIP: Keep watch for upcoming technologies 

that may give you a particular advantage, and con- . X. ■ - i 

sider allocating entra research points to those items so you can take advantage of them more rapidly 
than your opponents. Even a small technological advantage can have a decisive influence in a close race. 

VIEUJ BV 

This drop-doujn lets you vieuu the Technology fTlatriH from the standpoint of 
any race aiith aiham you have made diplomatic contact. It defaults to shouing 
your ooin information. This is very helpful uuhen deciding ujhat sorts of trade 
affers to mahe. 
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The technology system in master at Orion 3 places the various areas of 
scientific research in sin major categories, called Schools. These are: 

Economics 

This school studies practices and institutions that involve, or have significant 
effects on, the production and allocation of resources under conditions of 
scarcity. Theories include that of Lain, Economics, Process Engineering and 
Education. 

ERERCV 

This school investigates the underlying structure and functioning of the universe 
by studying the nature of the various forces at uorh oiithin it. It involves theories 
in Relativistic Physics, Quantum mechanics. Subatomic Physics, Energy Fields, 
matter-Energy Conversion, Transoiarp Physics, Temporal Physics, Optronics, 
Quantum Electronics and Transdimensional Electronics. Its benefits include neoi 
ueapon types and shield abilities. 

BIOLOGY SCIEBCES 

This school investigates the structure and functioning of living organisms and 
life processes. It involves Bioelectronics, Bioharvesting, medicine. Genomics, 
Bioengineering, Qano -medicine and Fleno -Biology. Its primary benefits relate 
to farming and medicine. 

moTHEmnncs 

This school investigates the structure and functioning of symbolic systems and 
their practical applications. The theories it involves are those of Computer Science, 
number Theory, Game Theory and Robotics. Its benefits involve primarily 
Robotics and Artificial Intelligence but it tends to overlap a number of related 
areas as oiell. 

PHVSICRL SCIEBCES 

This school investigates the underlying structure and functioning of the universe by 
studying the nature of matter Funding this area of research involves investigations 
into Rstro -Engineering, Astro -Physics, Construction, materials Science, mineral 
EHtraction and Planetology. Its primary benefits include neuu methods for building 
materials, mining procedures, oieapon types, and construction. 

SOCIRL SCIEBCES 

This school investigates the thoughts, behavior; and institutions of sentient life 
forms ijjith a strong emphasis on understanding their frames of reference and 
on facilitating cooperative activity. Associated theories include Psychology, 
Fleno-Psychology, Political Science, Philosophy, Cultural Enhancement, 
Criminology and military Science. Primary benefits include tactics, diplomacy 
and race relations. 



THE ORIOn SECTOR PART VII 

THE BATTLES RT ORIOI1 RRD RI1TRRES 

The Qrions eventually accepted the 
inevitable truth: only together could 
they defeat the Antarans, and then 
only uuith poiuers granted by ancient 
Qrion technology. The Psilons had 
proven that cuhere the ancient Qrions 
had been, technological riches cuere 
not far auay. And though it luould be 
nearly impossible to predict uuhere 
other Qrion colonies may have been, 
there uuas one place in the sector ruhere there uas no doubt of past Qrion 
presence: Qrion itself. Protected by the seemingly omnipotent Guardian, the 
planet Qrion had never been touched by the local Qrion races. 

An immense battle group oias constructed and assembled, consisting of the 
best of ships from all races, and placed under the command of the legendary 
Fluman Admiral Parvenarius Dalan. Their plan oias simple — defeat the 
Guardian, secure Qrion. They hneu full oiell, houuever, that neither tash oias as 
simple as that. The casualties tahen by the Qrion fleet ruere enormous, but in 
the end, the massive firepoaier they brought to bear on the Guardian oion out. 

tJLiith Qrion secured, the second phase of the plan oient into effect. 
Technologies tahen from the Guardian and Qrion itself uere incorporated into 
the Qrion fleets, and over several cycles a neai battle group oias constructed. 
Lohnac a mysterious stranger mho greeted the landing parties mhen they 
arrived on Qrion, helped the young Qrion races understand the technologies 
they had discovered, and gave their leaders insight into the military mindset of 
the Antarans. And so, in the fateful cycle of 18Q 12 GC, the local Qrion races 
gathered another enormous fleet and entered a Trans-Dimensional Portal to 
challenge the Rntaran homeoiorld. 
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Historical note: Interracial unity in this endeavor led to many joint ventures for fleet construction. The 
Humohs and Psilons united and shared their shipyards and materials jointly. Liheujise, the three Saurian 
races cooperated in rebuilding their ujarships, and the hlachon-Tachidi unity eHchanged shipbuilding 
techniques freely. The end result of this cooperation mas o distinct similarity in ship designs among oil the 
races ujithin each species. 

The Antarans stationed at hathar mere, to be fair, quite surprised at the 
number of barbarian ships that suddenly entered their space, but they mere 
not overly concerned. The majority of the Green Fleet ships mere on duty 
and ready for action, pending a final inspection by a senior member of the 
Flegemony S Defense Directorate and Lord Admiral Flfom himself. But the 
Qrions had nearly evened out the technological edge, and fought mith a 
singular unbending purpose: revenge. The Antarans at hathar mere completely 
annihilated, the planet bombarded, and every last Antaran vessel destroyed. 
The Qrions still tooh heavy casualties, but the victory mas theirs. 



The heroes of the Battle at flntares oiere honored throughout the sector; and 
celebrations lasted for cycles on end. Lohnar vanished shortly after their return, 
saying that there uere other matters that still needed tending to, and finishing 
ijjith the cryptic phrase, "Be ready!' The Humans once again tooh a political 
leadership role, building a neiu capital city on Orion itself, convening the necu 
Orion Senate, and getting themselves elected to the presidency. The Orions 
focused again on rebuilding and internal enpansion, but the years follouuing the 
Great tUar contained their ooin challenges for the Orion Sector 

Historical note: Perhaps the one positive venture initiated by the Orion Senate ujas a massive iong-range 
enploration program to survey the sectors nearby, the Galactic Core, and even send probes to gaianies 
outside their ooin. The fate of these probes is unhnoiun, but given ujhat ive hnouj of the flntaran 
Hegemony, the galactic core probes ivere almost certainly destroyed long before reaching their destinations. 
The probes sent to other galawies might still be operating, but there seems to be very little interest these 
days in re-establishing contact ujith them. 

Historical note: no one hnoujs enactly oiho Lohnar ivas, inhere he came from, or ujhat he luanted. 
Conspiracy theorists of the time concocted thousands of possibilities, ranging from his being an advanced 
android, a lost Orion, an Rntaran defectoc something from another galany or sector of this galawy, and 
more. But the most heated question that mas later ashed about Loknar mas mhy he never mentioned 
that the local Orion races had not crushed Rntares itself during the so-called "Battle at Rntares"... 

Historical note: The false assumption made by the local Orion races regarding the destruction of the 
Rntarans mas understandable. The Rntarans had misely launched all of their Orion Sector incursions from 
the TOP at Kathar Only Green Fleet ships mere used for these incursions, mhich meant that the Orion 
races mere completely unamare of the other armada the Rntarans had at their disposal. RImost the entire 
Green Fleet had been destroyed in the battle, and therefore the Rntarans had no more ships to spare for 
additional raids into the Orion Sector. The Orions chose not to investigate the creepy other-dimensional 
space of the Rntaran Sector and the Rntarans played dead. Rone of the Orions realized that they had 
merely destroyed a single (albeit important) morld in the Hegemony... 

THE CRLin BEFORE THE STORm 

Three eHtremely critical events tooh place shortly after the Great UUar that, 
historians feel, played a major role in the uueahening of the Orion Sector for 
the horrors to come. 

The mehlars, cybernetic beings tuho hod provided the Orion Sector uith a 
potjuerful industrial base, oient through a schism that split their populace in half, 
fls technology appeared that made it possible for the mehlars to abandon all 
remnants of their organic selves and evolve into purely mechanical beings, the 
question arose: Should their society tahe that final, absolute step? The mehlar 
society uuas bitterly divided on the issue, and so, even as their scientists 
successfully prepared the first True mehlar, the ruling council narrouuly voted 
in favor of the transformation. The Purification, as it uuas called by its protractors, 
uuas a lengthy process, and not all mehlars survived the transformation. Those 
uuho did not uuish to undergo the Purification uuere granted colony ships and 
politely but firmly invited to leave mehlon forever Those eniles settled on a 
distant uuorld and called themselves the Cynoids. 

The end of the Great UUar also sauu an abundance of neuu technologies being 
shared among all the local Orion races. One such enperiment caught the 
attention of Gtherean spies — the terraforming of gas giant uuorlds. The 
Gthereans paid the Darlohs huge sums to sabotage the various projects 
underuuay, but the Human-Psilon alliance nonetheless managed to succeed 
in "formatting" a test uuorld, hilling tens of millions of Gthereans. The gas 
giant duuellers retaliated, continuing to use covert methods uuhile venturing 





out into the field of battle for the first time. It did not go uuell for them; the 
Gthereans Inched the mass production capabilities of the other races, and could 
not rebuild their fleets fast enough to stand against the Humans, the Psilons, 
and eventually the Sahhra and the mrrshan as uuell. They uuithdreuu, relying 
solely on Darloh-funded sabotage operations uuhile reconsidering their options. 
The amount of energy, money, and resources spent during this uuar uuas 
almost incalculable, despite the minimal loss of life. 

The Rons Rebellion uuas the nail in the Sahhra coffin. The belligerent Saurian 
race, ever desirous of revenge against the hated Trilarians, had continued to 
use genetic manipulation to better themselves even after they had left Triiar 
Unfortunately, they did not have the same hnach for it as the Rntarans and 
Orions had, and more often than not their enperiments uuere abominable failures. 
Tuuo of their success stories uuere the Raas (12247 GC) and the Grendarl (14022 
GC). The Raas uuere a strong and industrious race, and the Sahhra cloned them 
en masse and used them as slaves and louu -class labor The Grendarl, houuevei; 
uuere a uuarrior race, pure and simple, possessed of a code of honor and discipline 
that served them uuell on the battlefields. The Sahhra granted them positions of 
pouuer uuithin the Saurian armed forces as shoch troops, infantry instructors, and 
security. After the Great UUai; the Raas, having suffered in uuorh camps building 
up neuu Sahhra colonies and fleets and gaining nothing but abuse from their 
masters, orchestrated a revolt that sleai hundreds of thousands of Sahhra and 
threatened to overthrouu the Sahhra leadership. The Sahhra ordered the Grendarl 
to fight for them, and the Grendarl reluctantly agreed. Though the rebellion uuas 
put douun, all three sides tooh tremendous losses, and the Raas left Sssla to start 
a neuu uuorld in freedom. The Grendarl, feeling that they had betrayed their 
honor in fighting against the Raas, voluntarily left Sssla as uuell and colonized 
their ouun homeuuorld. 




CHAPTER SEVER; FIRARCE 

The Finance screen alloois you to set 
up the economic policies for your , 

spending, and planetary grants to - ■=™"' 

help developing colonies survive. You 
can also get a complete breahdoun of «-n=™ 
your empires income and enpenditures 

in Rntaran Units (flUs). 

The Budget panel alloois you to 
determine hour to spend your imperial 

revenue. This is done via Imperial Economic Adjustments and Financial Policies. 

imPERiRL Economic ROJUSTmEnrs 

RDDITIOnni RESERRCH SPERDIRG 

This slider bar determines houu much entra money is directed tooiard research 
and development. Grant monies aiill be distributed by the Empire to the planets 
cjhich it feels uuill mahe the best use of the funds. 

miLITRRV BUDGET 

You can use this slider bar to dedicate funds to accelerating the production of 
ships, ground troops and defensive structures. Grant monies oiill be distributed 
by the Empire to the planets oihich it feels uill mahe the best use of the funds. 

URREST 

Use this slider bar to support planets in fighting unrest and beeping the 
populace happy. 

GRRRTS TO PLRRETS 

money allocated by this slider bar uill provide funding for colony development, 
such as DERs and other planetary structures. 

FIRROCIRL POLICIES: ITIILITRRV-POLITICRL ECOROmV 

You can decide hou much money should be devoted to military purposes. 
During times uhere conflict is at a minimum, the "Peace Rnd Prosperity" policy 
cjill use no more than 1096 of your income for military purposes. The "Peace 
Through Strength" policy increases that to 2096, allooiing you to build up your 
armed forces slooily uuhile still developing other facets of your empire. If you are 
engaged in cjars uith one or more opponents, the policies of Limited, Total, or 
Holy tUar aiill devote up to 30, 50, or even 6796 of your imperial revenue to 
military spending. 

GERERRL BUDGETRRV POLICY 

This ojill allooi you to set an overall financial strategy for your empire. If you have 
a large surplus of capital, the Spending policy ojill tahe advantage of that and 
allocate RUs anyujhere and everyoihere to enhance development and production. 
Choosing a Balanced policy ojill heep your imperial treasury at a status quo. 
Finally, follouing a Saving policy luill have your treasury hoarding capital and 
minimizing enpenditures ujherever possible. 
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TRH LEVELS 

You can set the overall tanation levels from the empire and for each star system 
under your control here. Remember that each empire has a certain level of toHation 
that it can tolerate, and that increasing or decreasing tanation levels from that 
point aiill affect unrest accordingly. 

LEDGER 

The Ledger contains a summary of 
revenues and enpenses for your 
empire during the current turn. The 

information in the tuo panels cannot 

be directly manipulated in this screen, "£ :: I 

but can be affected from various ::lr™ — :: 

Rbove the Income panel is the 
Treasury Balance at the Beginning of 
the Cycle. This number tells you houu 
much money you began the turn oiith. 

incomE 

imPERIRL TRK REVERUE 

This shoujs hocj much money uas earned from empire-aiide tOHOtion. 

I IRTER-CIVILIZRTIOn TRRDE 

^ If you have trade agreements oiith other civilizations, the total amount earned 
is displayed here. 

ORIOn SERRTE TRRDE 

This shouLis the amount of trade uuith members of the Orion Senate. 

TRIBUTE. GIFTS RRD EKCHRRGES RECEIVED 

If you have received money from other civilizations via tribute, gifts, or other 
eHChanges, the amount received is displayed here. 

DRGRRIC FLU SRLES 

Forced Labor Units can be sold; revenue from such transactions appears here. 

ECDDDmiC FLU SRLES 

This is the same as for Organic FLUs encept that it applies to robotic units. 

SCRRPPED ITEmS 

Items such as ships or structures can be scrapped for a quich monetary gain. 

IRTEREST ERRRED DR IRIPERIRL TRERSURV SURPLUS 

If you are playing a game cjith timed turns, any interest you earn by finishing 
your turn early is displayed here. 

OTHER inCOmE SOURCES 

Rny other money earned this turn is mentioned here. 
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TOTRL income 

The sum of all above-mentioned Income. 

EHPEnSES 

lURR DEPORTmenT 

Houj much money uos spent on military production. This Is affected by your 
rnilltory-Polltlcol Economy policy (see Financial Policies, pg. 78) 

inTELUcencE 

money spent maintaining your spies and funding their missions Is displayed here. 

RDDITIOnni RESERRCH 

EHtro funding allocated to research Is mentioned here. This Is affected by your 
Additional Research Spending slider (see Imperial Economic RPjustments, pg. 78). 

CRnnis TO pinnETS 

EHtro funding allocated to planetary development Is mentioned here. This Is 
affected by your Grants to Planets slider (see Imperial Economic Fldjustments, 
pg. 78). 

URREST 

EHtro funding allocated to combating unrest Is mentioned here. This Is affected 
by your Unrest slider (see Imperial Economic Adjustments, pg.78). 

TRIBUTE, GIFTS RRD EKCHROGES PRID 

If you hove offered money to other civilizations via tribute, gifts, or other 
eHchonges, the amount paid is displayed here. 

ROBOTIC FLU mRIRTERnnCE 

If your civilization has robotic FLUs active, their total maintenance cost is 
displayed here. 

IRTEREST PRID OR imPERIRL TRERSURV DEBT 

If you ore playing o gome uith timed turns, any interest you oued os o result 
of deficit spending is displayed here. 

OTHER EKPERSES 

Any other enpendltures for this turn is mentioned here. 

TOTRL EHPERSES 

The sum of all above-mentioned enpenses. 

RET BRLRRCE 

Beloai the Enpenses panel is the Ret Balance of the Imperial Treasury. The Aet 
Surplus/Deficit This Cycle is Total Income minus Total Enpenses. The Treasury 
Balance at the End of the Cycle tells you hoot much money you oiill hove left 
cjhen you end your turn. 

CRmciS TIP: In the middle of the Cdme Toolbdr Is d tdb thnt depicts your current finnncidi status. The 
number in white is equni to the Treasury Balance at the beginning of the cycle plus the Total Income. The 
green number nent to it is the Total CHpenses you will incur by the end of the turn. 
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THE ORIOn SECTOR PART VIII 


THE RflTRRRII UIRR 


Folloujing their defeat at the hands of 
the Orion barbarians and the glazing of 
Kothoi; the Antorons correctly gambled 
that, since no further incursions uuere 
launched from the Orion Sector, the 
barbarians might believe they hod 
destroyed the only Antoron cjorld. 

Although Antoron politicians fumed 
and postured about avenging their 
ignominious defeat at hothor, cooler 
military heads prevailed and o policy of ignoring the Orions oios adopted. 

Flo raids or messages of any hind aiere olloujed to go to the Orion Sector 
Against their nature, the Antorons "played dead" and ollouued the Orions time 
to form their ooin misconceptions. 



tUith this policy, the Antorons turned all their energies to finishing their ongoing 
cjor cjith the meissons, os aiell os establishing a neu fleet command center at 
Aoeimon. The feu remnants of the Green Fleet finished securing the space 
around the Antoron Sectoi; including Alioth space and the sector occupied by the 
long-entinct Dubhei. By 18021 GC, Admiral Vfaoh come through again uith o 
decisive victory against the meissons, and uith the end of that uor the nent tuo 
decades uere spent garrisoning meisson space and fully refitting their fleets. The 
borders of the Flegemony nou eHtended uell beyond the Antorons' capacity to 
develop for centuries, and thus, os the Orion barbarians hod done unto them, 
they too turned all of their resources touord o single goal — revenge. 


Rs a result, the flntarans almost completely abandoned hyperspace travel In favor of using jump lanes, 
the paths connecting jump points. Jump drives ujere developed for ships to mahe the necessary 
manipulations to open the pseudo -ujormholes and to protect the ships from the chaotic gravity fluctua- 
tions attendant nilth such an event. In addition, as a result of jump drive research. Improvements ujere 
made to standard hyperdrives that enabled speeds up to oiarp 1 1 and rendered traditional maneuver 
drives obsolete, tbhlle ships still could not travel at hyperspace speeds ivhlle ujithin a systems gravity 
ujell, they could nonetheless travel much faster than once thought possible. 


In 18051 GC, the Antorons returned to the Orion Sector; fueled by roge ond 
pouered by their completely refitted Bloch Fleet. The Antoron tUor uos o for 
more brutol fight thon even the Antorons enpected, but their fonoticol zeol 
ultimotely corned them through os they hommered the Orion roces into 




Scientific note: The victory against the meissans oias due to a major breahthrough in lilormhole 
Physics. The Rntarans spent many cycles researching iijormholes, loohing for a faster alternative to 
hyperspace travel, and found that there enisted in normal space a number of linhed pairs of locations, 
ujhich they called "jump points:' Jump points ujere essentially places uuere fully stable oiormholes uueren't 
quite able to farm, but betoieen oihich temporary, unstable pseudo -ujormholes could be formed by the 
proper manipulation of space-time. Theses pseudo -ujormholes uiere still not as efficient as natural stable 
ujormholes, but they luere definitely much faster than any hyperdrive ever developed. 


Several other related technologies came into play uuith this breahthrough. tbarp amplifiers affected the 
shape of the pseudo-uiormholes' frequently distorted interiors, mahing them smoother and thus accel- 
erating travel between jump points. Jump gates mere portals built at jump points that stabilized the 
jump points and allomed ships uuithout jump drives to use jump lanes, lilarp interdictors mere based on stud- 
ies of the interference that nebulae created in jump lanes, and mere set up by the flntarans in case hostile 
farces ever used their ouun jump gates. 


submission. The Qrions fought valiantly, devoted oiholeheartedly to their 
survival against an enemy thought dead, but they uere still too fragmented 
and uueahened after their ooin civil oiar and internal conflicts to put up the 
coordinated fight that they needed. 

POST-UIRR RnRLVSIS 

To the Rntarans, the only remarhable aspect of the aiar oias its protracted length 
— it tooh all of 25 cycles to completely subjugate the sector The barbarians 
fought ULiith unenpected strength and fury, and did their share of damage to the 
flntaran forces, a fact that did not sit uell oiith the Hegemony leadership. 
Hooievei; the Rntarans could not have planned their attachs any bettec and 
most studies agree that they achieved maHimum efficiency through the proper 
combination of intelligence, tactics, and technology, thus minimizing the overall 
duration and cost of the oiar for the Hegemony. 

The first phase of the uar ujas the intelligence-gathering process. Using 
mercenary spies, the Rntarans learned almost everything they needed from 
data stolen from the Orion Senate proceedings. That, combined uith other 
information tahen from various governmental and military installations, gave 
the Rntarans the understanding of the Orion races' aieahnesses, and they 
tooh moHimum advantage of that information. 

Using an off-the-shelf virus they had developed during their uuar oiith the 
meissans, the Rntarans poisoned the Elerians ujith oihat became hnoojn as the 
"mind tJLiorm" plague. Rot actually a plague, it luas more of a viral parasite that 
attached the telepathic centers of the Elerian females and ate auay at that 
part of their brains. UJhen the Elerian Oueen herself oias infected by the plague 
(considered by the Elerians as a fate oiorse than death), other royal families 
saoi an opportunity, and a struggle for the crouun erupted. This, in conjunction 
ujith a feoi gender riots that the Rntarans orchestrated among the "common" 
male population, led to a global civil oiar; and the Elerians therefore never 
brought their entire strength to bear against the Rntarans. 

Historical note: The mind ILIorm parasite ujas a precursor to several eHperiments by flntaran geneticists 
to develop a more universal parasite they could use against ail of their enemies. This project, code-named 
"HarvesteC ujould one day succeed beyond the flntarans' ujildest dreams. Or nightmares. 

The mrrshan pride in their combat shills became their undoing. Therion challenged 
the mrrshan fleet in several engagements, feigning defeat at hey systems and 
beating a path of retreat aaiay from the mrrshan hometuorld of Fieras. The 
mrrshan pursued his ships, eager to capture an Rntaran fleet commandei; and 
UJhen they ujere for enough from their ouun pouuer base, a reserve Blach Fleet tash 
force cut into the poorly protected mrrshan systems and annihilated dozens of 
their colonies uuhile sujeeping foruuard to meet Therion. Cut off and pinned, the 
mrrshan fleet uuent douun in a blaze of glory at the battle of Tholan VI. 

The Bulrathi pulled out of the Orion alliance late in the uuai; as their soldiers, feared 
even by the Rntarans, uuere being left behind on ujorlds decimated by Rntaran 
forces. The Bulrathi shoch troops ujere often the last line of defense against 
besieging Rntarans, and as the Orion Senate uuithdreuj its troops and equipment 


bach more and more frequently, the Bulrathi marines ujere abandoned, uuith no 
hope of rescue. The Rntarans fueled the BulrathiS anger by shouuing them images 
of their troops being tortured to death by Rntaran soldiers. UUhen the Bulrathi quit 
and ordered all their soldiers to uuithdrauu bach to Ursa, several ujorlds that ujere 
barely holding out against the Rntarans collapsed, resulting in a final shift of the 
ujars momentum in favor of the Rntarans. 

Several other hey actions — the deliberate collapsing of the Qnolam financial 
system, a forcing of hostilities betuueen the Sahhra and the Trilarians, and the 
use of a liquid firebomb that floujed through and incinerated the hlachon hives 
among them — further served to ujeahen the Orion pouuer base and simplify 
the Rntarans' endeavor In addition, not all of the Orion races participated in 
the battles; the mehlars uuere still freeing themselves from "the prisons of the 
flesh; and the Cynoids had left the sector The Ethereans, still recovering from 
their failed uuar against the other Orions, sat out and refused to help their 
neighbors (although, in the end, they uuere treated no better than anyone else 
by the Rntarans). The Evon surprised the Rntarans, fighting from the outer 
limits of the Orion Sectoi; but even their substantial forces uuere not enough to 
defeat the entire Blach Fleet. 

Historical Rote: The Third Orion-flhtaran UJar saiii some of the most brutal ahd vicious ground fighting 
the sector had ever hnonih. flucleat biological, ahd chemical weapons mere employed more and more 
frequently in efforts to achieve even minor local tactical advantages. The cavalier use of these "dirty" 
ujeapons rendered several ujorlds uninhabitable for centuries aftermard. The horrific memories of these 
vile forms of marfare mould be etched ihto the cultural psyche of the Orioh civilizations for millennia. 

Rs the uuar progressed and the Orion fleets suffered ever-increasing losses, 
many uuorlds simply built up their planetary defenses in an effort to uuithstand 
a siege long enough for a miracle to happen. Houuever, even these "fortress" 
uuorlds uuere not strong enough to hold off the Rntaran uuarships. Therion 
ordered the first dozen or so destroyed uuithout mercy or uuarning. Rfter 
that, the Rntaran fleets began offering terms before laying siege to the Orion 
uuorlds. R recording of Therion^ cold, gravelly voice uuould dominate the 
planets airuuaves: "You uuill surrender unconditionally. tUe will collect hostages 
and uue uuill draft uuorhers and soldiers from your uuorld to serve us. They uuill 
not be returned. Their behavior uuill determine the fate of those they leave 
behind, monitoring stations will be placed over your uuorld to insure compliance. 
Rccept this or uue uuill begin to destroy your uuorld in one millicycle:' 

RpproHimately 12 hours later; the matter uuas closed and the planets fate settled 
— one uuay or another 


In the earlier stages of the uuai; many uuorlds rejected the Rntarans' terms outright, 
choosing to fight to the death rather than surrender Houuevei; a failure to gain any 
hind of foruuard momentum against the Rntaran invaders soon ground into the 
spirits of the Orion people, and one by one the Orion uuorlds began to give in. 
By the early 1B060S, the Rntarans uuere conquering entire systems in the Orion 
Sector uuithout firing a shot. Even the proud uuarrior races lihe the mrrshan, the 
Elerians, and the Sahhra sauu their ouun colonies bouu their heads in submission. 
Ultimately, only the Sol system remained as a bastion against the overuuhelming 
tide of Rntaran pouuer In 1B066 QC, the Blach Fleet met the Human armada 






(supplemented by every renegade ujorship from the other Orion races) in the 
shies above Earth, and although the Orions fought uith all the fury of a cornered 
animal, the outcome uas never truly in doubt. Four millicycles latei; TherionS 
voice sounded across Sol, and the Flumans surrendered. 
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CHAPTER EIGHT: EIRPIRE 



The Empire screen alloois you to set policies that have empire-uide effects. 
Detailed enplanations of the individual settings for each policy are available on 
the screen. The policies you can adjust are as follouus: 



coLonizRTion policies 


If Colonization fli is set to "On; your 
advisors aiill automatically send colony 
ships out to colonize as often as they 
are available. Qtheroiise, your ships 
cjill oiait for you to tell them cuhich 
planets to colonize. This does not 
affect hocu often the Rl builds colony 
ships — only uhat happens to them 
after they are built. 

OPPRESSOmETER 



The Oppressometer lets you decide hocj 
much to oppress your people. The louuer 
you have this setting, the happier your 
population cjill be, but the easier it ujill 
be for other empires to send in spies. 

The higher the setting, the more people 
cjill become upset oiith you, but the less 
; lihely spies uill be able to get in. 

■ Unhappy people uuill tend to leave your 
empire and seeh their fortunes elseuuhere. 

Floppy people uuill invite their friends to join them, resulting in increased 
I population and economic activity. 

' Fligher settings of the Oppressometer uuill also tend to cause more frequent 
? overruns in technology research, and simultaneously reduce the odds of your 
! being informed of these overruns (highly stressed researchers tend to get 
i sloppy). Rnd higher settings uuill cause your people to have higher enpectations 
I of the governments defensive capabilities, so you'll probably uuant to build 
( more military DERs. 



REGIOnRL ZOniRG 

The Zoning Policy advises every 
planetary viceroy in your empire houu 
to prioritize the structures that are 
built on each planet. The "natural" 
setting uuill cause structures to be 
built based on current needs and 
uuhat the planet seems best suited to 
support. The "Specialized" setting uuill 
divert additional resources touuard a 
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specific type of DER, such os Research, uuhich luill be efficient but may cause 
shortages of some materials that aiill then need to be imported from elseiuhere. 
The "Balanced" setting aiill cause the planet to do a little of everything and not 
be especially good at anything. The planet aill strive to build equal numbers of 
each DER. 

Cfl/7?e£ TIP: Policies tell the planetary viceroys what you Ideally want, but that doesrit mean youll always 
get enactly that. For eHomple, even IT you have a "Specialized" wortd thats ideal for mining, other DEFIs 
will get built there at various times to make sure the population is fed, housed, and protected militarily. 

These policies affect every planet in your empire. To adjust the priorities for a 
single planet, see the Development Plans panel of the Empire screen. 

Beloa the region number are the DERs, if any, that are built or being built in this 
region, plus ahat they are producing and consuming. Rt the far right of each DER 
you'll see an icon shoaing the type of production generated by that DER and the 
amount being contributed to planetary output by that particular DER. If the DER 
is still under construction, this column aiill shoo: a graph indicating the number of 
turns until completion of the DER. Some DERs, such os Industry, consume one 
hind of resource and produce another The item that they ore consuming aiill be 
shouun to the right of the production number 

Some DERs contain important buildings. These ore shooin belooi the DER in the 
list. For eHomple, the Government DER may contain o System Seat of government 
and on Imperial Seat of government. 

You con clich on any DER or building in the list in order to see more information 
on it. You con also remove some items, if you oiish. 

GOVERnmEIlT TYPE 

There ore several types of governments - > _ _ fe. 

that your empire con hove. Each has its 

advantages and disadvantages. If youfe ^ 

going to change your government type I ~ - — - 

during the gome, mohe sure that your j - ^ __ 

populous is happy. Otherojise the unrest |Mm| ~ ~ 

levels, oihich ore caused aihen the gov- 

ernment is changed, could quichly drive 

your empire into full-scale rebellion. 

note: Rot oil types ore available at the y 

start of the gome. 

DESPOTISm 

In 0 Despotic government, the Leader is o military dictator oihose authority 
ultimately rests on force of arms and the secret police. Despotic Leaders 
enjoy o great deal of clout, os the Despotic system of government concentrates 
pooler in their hands. For the some reason. Despotic governments ore 
olooys highly centralized. Since the Leader and other pooerful members of 
the government ore subject to feo chechs on their authority, opportunities 
for corruption abound. Ruthless use of the internal security apparatus con 
help heep corruption in Chech, but core must be tohen to ensure that this 


does not merely displace most of the corruption to the internal security 
forces themselves. 

Should the regimes baching dissolve, despotic Leaders rish losing their grip on 
poLuer and, often, their lives os uell. It is not difficult for the military and internal 
security to replace the Leader in a coup provided that they remain united. Flouevei; 
succession often triggers vicious internecine pouuer struggles, uuhich, if they go on 
for 0 protracted period, con bring douun the uuhole system. Similar difficulties attend 
Despotic governments uuhen the Leader retires or dies in office, many despots try 
to pass on the office of Leader to their children, thereby founding a dynasty. In 
this uuoy. Despotic regimes con, over time, become monarchies. 

Despotic regimes boost Industry and military productivity, though mining and 
Bioharvesting uuill tend to suffer. 

monRRCHV 

R monarchy con be anything from a feudal system in uuhich the monarch outronhs 
other nobles only slightly to o regime in uuhich the monarch is considered to be a 
living god, uuhose every uuhim carries the force of louu. But there is one constant: o 
monarch uuho claims to rule by right of succession. Being o blood descendant of 
the reigning monarch is preferred, but it is not the only method. Should on entire 
dynasty come to o end, pretenders to the throne may claim to be descended from 
members of o previous royal family. 

Only monorchs unable to claim the throne by blood, or true tyrants, ore lihely 
to rely heavily on the military to prop up their governments, most others rest 
upon their hereditary claim on the throne, buttressed by tradition. R certain 
amount of corruption is practically inevitable, especially uuhen personal funds 
intermingle uuith those of the treasury. 

Transfers of pouuer shouu monarchy at both its strongest and its uueohest. UUhen 
one member of the ruling dynasty succeeds onothei; the transition uuill be smooth 
and the neuu regimes legitimacy virtually unquestioned. ("The hing is deodl Long 
live the hingl") This legitimacy con come at o heavy price, houuevei; os uuhen the 
heir is not competent to govern. ULlhile this spells trouble for the government, 
installing someone other than the legitimate heir to the throne often leads to even 
uuorse trouble. If someone usurps the throne from the rightful heii; or if the empire 
has the misfortune to hove its monarch die uuithout on heir or clearly designated 
successoi; uuidespreod unrest and even civil uuor ore more than lihely to follouu. 

Industry and military production tend to flourish under monarchy, uuhile 
Research and Bioharvesting fore poorly. 

OLIGRRCHV 

The uuord "oligarchy" means "rule by the feuu:' In general, on Oligarchy is o 
transitional form of regime in uuhich only a very small minority of the population 
is enfranchised. Depending on the foction{s) enfranchised, on oligarchic regime 
could be hnouun by any number of names. For eHomple, on Oligarchy dominated 
by the military and internal security is generally referred to os o "Junto;' uuhile on 
Oligarchic regime run by the social elite uuill often coll itself on "Rristocrocy!' 
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many less familiar forms are also possible, e.g. "Technocracy; in oihich members ; . 
of the scientific elite govern. l ■ , 

fill formal pouuer in Oligarchies resides in a council chosen by the enfranchised | 
feu. Oligarchs fear allouing any one of their number to accumulate too much 
pouer, so leadership of the council changes often. Inter-council politics ore ■ 
tumultuous and rife uith intrigue, and the Leader of on Oligarchy therefore has ; 
less clout and less time to concentrate on administrative matters than do leaders | 
of more stable regimes. Government officials ore not subject to consistent ; 
oversight, and the current Leader has o strong incentive to overlooh the misdeeds ’ 
of other council members in order to maintain gooduill, so Oligarchic governments ‘ 
ore often quite corrupt. ! 

The fluid nature of on Oligarchy has o deleterious effect on Industry | 

efficiency, uhile slightly encouraging Research. Other aspects of such societies ! 
tend to perform in on overage manner 

COnSTITUTIOnRL monRRCHV 

This is 0 transitional form of government that lies betueen monarchy and 
Representative types of governments. The Leader is o monarch uho must shore 
pouer uith on elected parliament. Unlihe in most other governments, the Leader 
of 0 Constitutional monarchy is frequently o figurehead (i.e., is disenfranchised), 
uhile the real pouer lies uith the Prime minister of parliament. 

fl party in parliament uith the monarch^ support and o strong majority 
con run roughshod over the opposition, but if the monarch is at odds uith 
parliamentary leaders or if the party in pouer lochs o firm mandate, gridloch 
con result, monorchs do not hove to uorry about being re-elected, so they 
generally hove more time to devote to affairs of state than leaders of some 
other government types. 

Thanhs to the split in accountability betueen the monarch and the parliament, 
and historical prerogatives that any monarch uill retain. Constitutional monarchies 
afford greater scope for corruption than do Representative governments, 
nevertheless, corruption is generally much louer than in monarchies. 

Constitutional monarchies ore fairly stable. ULlhile frequent changes of prime 
minister ore to be enpected, the monarch provides the government uith 
continuity. Transfers of pouer from one monarch to another ore generally 
orderly if o legitimate heir to the throne is available. 

Constitutional monarchies tend to perform in on overage manner across the 
board, encept for o slight inefficiency in Industry. 

CORPORRTE 

Corporate government combines aspects of Rbsolutism and Representational 
government, and odds some special features of its oun to the miH. R Corporate 
government is run lihe o business, for profit. The Leader uill be the C £0 of the 
governing corporation, and is onsueroble to o Board of Directors and, ultimately, 
the citizens. Everyone uill be required to pay tones to cover the basic costs of 
defense and other government services. Basic citizenship con be purchased, and 


entro privileges (entro votes, profit-sharing dividend payments, etc.) ore also 
sometimes available for o price. 


R Corporate government may declare o monopoly over certain hey sectors of the 
economy (most often defense and lou enforcement), or it may compete uith 
other corporations in on entirely free morhet for services. In any cose, efficiency is 
one of the over-arching goals of o Corporate regime. To eliminate government 
uaste, many Corporate regimes linh the compensation of government officials to 
the Corporations profitability, or that of their division. This means that unprofitable 
services, e.g. social programs, ore feu and for betueen in Corporate governments. 
ULlhile petty embezzlement is common, major corruption is not. 


The Corporate Leader has brood pouers to establish and carry out policy, and 
hence combines both enecutive and legislative functions. CEOs uho heep the 
Board happy con rule uith o relatively free hand. The need to heep on eye on 
ambitious subordinates prevents CEOs from devoting oil their time to "big picture" 
strotegizing. Changes in C £0 require o period of re-odjustment, but such transitions 
of pouer ore often relatively smooth. 


mining and Industry ore entremely efficient under Corporate rule, but 
Bioharvesting suffers someuhot, os do Research and Recreation. 


DEmOCRRCV 

In 0 Democracy, both enecutive and legislative questions ore decided by direct 
popular voting. In more egalitarian Democracies, leaders often hove no formal 
authority, and ore simply citizens uhose rhetoric consistently suoys the majority 
of their fellous. In other coses, o President or other chief enecutive uill be elected 
to serve o fined term. Democratic governments usually tohe decisive action, but 
ore liable to mohe rash decisions, folloued by rapid reversals of policy. 


Since Democratic Leaders must uorry both about getting re-elected and 
about mohing sure that their policies ore popular; they ore frequently 
diverted from thinhing about affairs of state. Democracies enjoy relatively 
lou levels of corruption and of government uoste, fraud, and abuse. 


Bioharvesting, mining and Industry tend to do uell under Democracy, uhile 
military efficiency suffers. 


PRRLIRITIEnTRRV 

In 0 Parliamentary system, several different political parties vie for the votes of 
enfranchised citizens. The leader of the majority party or coalition of parties 
becomes the Prime ministei; uho leads the central government. 
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Citizens may eventually tire of the need to continually pay attention to government 
affairs and push for o Parliamentary or Representative government that ollous them 
to delegate most of their duties to professional politicians. Rnother possibility is for o 
demagogue to seize pouer and convince the majority to change the constitution in 
favor of another type of government, often o Despotic one. 


Since the parliament unites enecutive and legislative functions in one body, the 
Leader uill hove o fairly large amount of pouei; although this might be tempered 
by the need to heep hey legislators or coalition partners happy. Still, os long os 





a party or coalition maintains its majority, the opposition aiili hove minimal 
pouuer Should o government foil to deliver on its promises, it is lihely to toll and 
be replaced by the opposition. UUhile individual governments may change, 
though, the Parliamentary system itself is relatively stable, and generally 
enjoys orderly transfers of pooler 

Bioharvesting and mining do oell under Parliamentary rule, and Industry is 
highly efficient. 

REPUBLIC 

In 0 Republic, the legislative branch is separate from the enecutive branch. The 
Leader oill thus be a chief enecutive. The need to secure legislative support 
means that the Leader of a Republic oill not have as much personal influence as 
the Leaders of many other types of governments, nevertheless, as popularly 
elected heads of government. Leaders of Republics are in a good position to tahe 
advantage of "the bully pulpit" in order to build public support for their policies. 

Because the Leader may face strong opposition from the legislature, o Republic 
may be sloo to tohe action, and the Leaders agendo might be cuatered doom 
or ignored altogether Lihe their Parliamentary counterparts. Republics usually 
enjoy orderly transfers of pouuer. 

Bioharvesting and mining do uuell in o Republic, and Industry is 
highly efficient. 

HIVE 

In 0 Hive society, subordinates unfailingly obey commands from their superiors. 
This may be because they loch any uuill of their ouun, or because they ore 
physically or psychologically unable to resist o direct order 

fl Hive Leader has enormous poaier tUhotever the Leader soys, goes. Houuevei; 
since subjects con be counted on to obey commands, little bureaucratic and 
administrative infrastructure is needed to ensure compliance. Thus, in Hive 
regimes the Foot of Government is very light given the amount of control the 
government has over the populace. 

Some races ore naturally adopted to Collectivist forms of government. For eHomple, 
Klochons do not thinh of themselves in individualistic terms, and hence simply can't 
oppose their self-interest to the needs of society in general. For races uuho loch 
these or similar characteristics. Collectivist governments uuill only be viable if means 
con be found to suppress their populatiorfe natural individuality and/or diversity of 
opinion, e.g. drugs, advanced propaganda, or broinuuoshing techniques. 


Because the Leaders of Collectivist regimes do not need to uuorry much, if at oil, 
about maintaining their hold on pouuer or getting others to go along uuith their 
policies, they hove more time to concentrate on long-term strotegizing than the 
heads of most other types of governments. Hive governments ore entremely 
stable. Unless o Hive regime is based on the use of technology to heep the 
masses in line and that technology foils, revolution from belouu against o Hive 
government is practically impossible. The only real threat is dissent among the 
elite, and even this may be impossible for some races. 




Bioharvesting, mining and military production ore very efficient in Hive . .... 

societies, and Industry is also quite effective. Recreation, houuevei; is not o ' - 

high priority. 

uniFicRTion 

Unification governments ore premised universal agreement among citizens about 
houu society should be run. Citizens of o Unification government ore conscious of 
themselves os individuals, but ore for some reason able to reach o consensus 
about uuhot is best for society, and ore uuilling to sacrifice their individual interests 
(or lives) should this prove necessary. The Leader of o Unification government is 
presumed to speoh for the uuhole society, and oil ore supposed to carry out 
government policies os soon os they ore promulgated, naturally, the Leaders 
influence is immense, and any policies the Leader communicates to the public at 
large carry the force of looi. 

In most uuoys Unification regimes ore similar to Hive governments, encept that 
the governed voluntarily obey the government instead of doing so because 
they ore incapable of disobeying. Unlihe o Hive government, though, there ore 
no racial or technological prerequisites for Unification. Still, among individualistic 
races, only the most idealistic of populations is lihely to mohe it uuorh, and even 
then Unification uuill only be on effective system of government os long os the 
populations zeal holds out. ^ , 

Bioharvesting, mining and military production ore fairly efficient in Unification 
societies, and Industry is also more efficient than overage. 

LRBOR 

FORCED LRBOR ' ‘ 

This setting olloois you to determine 
uuhether or not youfe going to allouu 
your empire to use Forced Labor Units 
(FLUs) and houu you treat any forced 
labor or robotic units that you employ. 

The more pressure you place on your 
forced labor units, the more productive 
they oiill be, but the shorter their 
overage lifespans uuill be. Also, you 
may notice that your policy touuord 
forced labor affects your empire's unrest level. 

Clich on one of the tuuo radio buttons to either allouu or disollouu the use of FLUs 
in your empire. 

If you hove ollouued the use of FLUs, moving the slider to the right uuill increase 
their productivity by treating them more harshly, moving it to the left uuill cause 
them to be treated better 
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Using Development Plans is a quich 
and easy ujay for you to decide oihot 
gets built on o particular type of planet 
cjithout having to micromanage every 
aspect of those planets' development. 

£och planet has toio Planetary 
Classifications that are automatically 
established cjhen the planet joins your 
empire. For enample, your homeoiorld 
cjill typically default to "Core" and 
"Suueet Spot." neuu colonies frequently default to "neuj" (or "Reoily 
Conquered;' as |the case may be). If a planet is short on food, it may suuitch 
to a "Starving" classification. Houuever, you may change these classifications 
if you feel that a different development plan might better assist the citizens 
of that colony. (See Chapter Five, Planetary Classifications Panel) 

ROD REIU PLRR 

To construct a neuj development plan, you must decide cjhich planetary 
classification you are creating a plan foi; oihat hind of policy you uant to 
implement, and hocu strong an emphasis you oiish to place on that policy. 
The three menus in this oiindoai oiill bring up your list of possibilities. 

PLRRET CLRSSIFICRTIOn 

This menu brings up the types of planets for cjhich you can set up development 
plans. Some enamples of planet classifications include Core, mineral Rich, Starving, 
Frontiei; Trade, and fleuuly Conquered. In addition, there are five player-defined 
choices available for you to customize if you need additional classifications. 
Remember that a development plan uuNI affect all planets throughout your 
empire that fall under the classification selected. 

DEVELOPmERT POLICY 

This button brings up a list of policies that you can instruct your viceroys to 
implement on your selected uuorlds. For instance, on planets classified as 
"mineral Rich;' you might luant to set up a "mining" policy. On the other hand, 
if any planet falls into the "Starving" category, you might oiant to set up a 
program emphasizing "Farming!' 

EmPHRSIS 

• Primary — If a policy is given a primary emphasis, viceroys aiill place 
the highest priority on meeting the requirements set in that particular 
policy as quichly as possible. 

• Secondary — Policies aiith a secondary emphasis cjill be acted upon 
quichly, but the viceroys uuill not neglect their colonies' other needs. 

• Tertiary — Tertiary emphasis on a policy means that the viceroys aiill 
tahe care of that policy only after their most immediate needs hove 
been satisfied. 
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j note that a planet does not need to have all three emphases set, nor does 
i a primary emphasis have to be set in order to establish a secondary or 
■ tertiary emphasis. 

I Once you have filled in your three settings, clich on the Rdd Plan button belooj 
and the plan ojill be put into effect. You aiill see the plan appear in the Current 
Plans table to the right. 

CRmciS TIP: If you dorit assign any specific Development Plans to a given Planet Classification, the viceroy 
will decide what seems to be best in each situation, taping into account the biodiversity, mineral richness, 
and preferences of your species. This might be just what you want. If its not, create one or more 
Development Plans to fine-tune what gets built there. 

CURRERT PLRRS 

The Current Plans table allouus you to vieoj your current development plans 
and clear out any sections that you might not need or oiant anymore. The 
table is brohen doom into four columns: Planet Classification (the type of planet 
you have developed a plan for) and Primary, Secondary and Tertiary Policies 
(the policies uuith their respective emphases). 

To delete a development plan, select a cell on the table and clich on the Clear 
Selected, Clear Rooi or Clear Rll buttons beloai to delete the appropriate material. 

CRTTIEP TIP: Development Plans are a powerful means of getting what you want without taking a lot of 
time to manage the construction of every item on your planets. Use them any time you dorit want to be 
bothered with the details. You can monitor what your viceroys are building and make changes as needed 
to fine-tune their actions. Rnd you can always give them specific 'zoning' instructions for each region of 
a given planet by using the Planetary Infrastructure panei 

THE ORIOn SECTOR PART IH 

THE ORIOn DRRK RGE 

Rs aias the Rntarans' practice, 
indigenous races in conquered sectors 
ojere generally "squeezed" into 
eHtinction. They systematically 
stripped the Orion races of all tech- 
nology and research capabilities, 
relocated their populations to their 
home systems, besieged them oiith 
orbital monitors, ghettoized them, 
and turned their oiorlds into aiorh 

camps. The Rntarans established their sector seat at Orion itself, and 
brutally managed the entire sector from there. They considered the creation 
of this neai order in the Orion Sector to be their "Great tUorh;' circumventing 
the Orions' euperiments and bending them to the Rntaran aiill, thus proving 
their superiority to their ancient enemy. 

Historical note: The Rntarans have aliuays been secretive. Theirs eras hnoiun as a "black hole" civiliza- 
tion ujhere, the saying iiient. all knoujledge nias sucked in but no enlightenment ever shone out. This pol- 
icy of total secrecy and paranoia is one of the cornerstones of their society that has helped set them 
above everyone else they have encountered. 

RIthough common Rntaran practice aould have seen the races aorhed to 
death, certain factors spared the Orion races from eHtinction. The Rntarans' 
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old GHperiments, the Ichthytosions and the Ethereons, hod progressed since 
their creation, and hod certainly proven to be oiorth another looh under the 
microscope. The other Orion races oiere also of similar interest, many of 
cjhich uuere the creations of the ancient Orions and thus luorth studying for 
clues os to cjhot happened to the Orions themselves. RIso, the more prudent 
Rntorons felt that, should any Orions actually return, they may be more 
cordial to the Rntorons if they found their enperiments still in good hands. 

Finally, there uere the Evon. The Rntorons could not trace their evolutionary 
path to the Orion Sector or the neighboring sectors, nor could they detect 
any recognizable genetic tampering. Houjever, they hod the some technology 
os the other Orion races, and thus proved to be a threat from another 
source. Though the Rntorons did not connect them to the mizoro, they sus- 
pected that the Evon aiere the products of another civilization that might one 
day come loohing for them. 

During their reign of terror over the Orion Sectoi; the Rntorons developed the 
Orion system and set up o TOP to facilitate transportation betueen the Rntoron 
and the Orion Sectors. Jump lanes cuere also identified throughout the Orion 
Sectoi; and jump gates built to accelerate inter-system travel. Rntoron colonies, 
military bases and research outposts uuere set up in various systems to establish 
0 solid infrastructure and to maintain o close oiotch on their Orion conquests. 

Rs Rntoron geneticists studied the Orion races searching for clues to the ancient 
Orion mystery, they received permission to conduct enperiments oihen necessary 
to assist their research. Soon these "enperiments" consisted of wholesale genetic 
manipulation of entire populations, and no race cuos spared this final humiliating 
scourge. The Rntorons altered the structures of every race in the sector in their 
quest for hnoculedge and their desire to manufacture better "living cjeopons!' 
These enperiments oiere scientific nightmares; the research and breohthroughs 
they provided come at the cost of millions of Orion lives and the transformation 
of every organic race in the sector Even after only 1,000 cycles, the Orion races 
ore no longer ohot they once oere. The evil that oos inflicted upon them oos so 
terrible that no one oould ever speoh of it again. 

Historical Rote: During the Darh Rge, many of the local Orion races developed myths and legends based 
on ancient tales of an heir to the Orion throne, most of these stories depicted a messianic figure rising up to 
smite the Fintaran overlords and restore the sector to its former glory. These stories gave the Orions hope for 
the future: houjevei; oiith so many legends and tales surround the mythical heir disagreement betujeen the 
Orion races regarding the identity of the "true" heir ujould be yet another source of conflict ujithin the sector.. 

THE COLLRPSE OF THE RflTRRRII HEGEmORV 

Rround 19090 GC, the Rntoron Hegemony suffered oihot seemed to be o massive 
population implosion that effectively collapsed its governmental structure. tUithin 
scant cycles, over 9596 of the Rntoron population vanished into nothingness. It did 
not appear to be on attach by on outside force, nor did it seem lihe on entremely 
virulent plague. Rnd though the Orion races did not immediately see the sudden 
depopulation of the Hegemony, they soon noticed its effects, heard rumors from 
beyond, and started to uonder: tUhot happened to the Rntorons? 

R popular tale among the Orion races is that the Rntorons luere finally defeated 
by their oun methods of genetic manipulation and modification. Supposedly a 


method uos discovered to transform Rntorons into beings of pure energy that 
transcended physical limitations. ELI hot began os yet another "bloch hole" 
governmental evolution and genetics research project leohed out to Rntoron 
society at large aihen o clique of scientists defected from their secretive traditions 
and established cults of follouuers uuho desired to submit themselves to this 
"cleansing" transformation. These rogue scientists uere quichly denounced by 
Rntoron officials and, even more quichly, uent underground oihere they uuere 
soon sought out by Rntorons from every level of society. This process gained 
popularity through notoriety, and the sloai trichle of Rntorons cjho aiished to be 
"cleansed" soon greuu in intensity, os the cults spread to every uuorld in the 
Hegemony, and more and more Rntorons volunteered to be transformed. High 
born and lou, old and young, the smartest, the bravest, and the "common 
man" — all vanished into energy. By the time the cultists vanished, destroying 
their transformers in the process, barely one Rntoron in 50 remained behind. 

In 0 cosmos filled uith irony, and after playing dice uith the universe through 
their enperiments for so long, the Rntorons' oun number finally come up, and 
their oain civilization brought to ruin by it. 

But this tale is merely conjecture. The real reason for the rapid disappearance of 
the Rntoron population is thought to be the greatest of the Rntorons' innumerable 
secrets. It has become the tolh of the sector. Rnd in o time and place uuhere 
hnooiledge is pouuei; learning the mysteries of the Rntorons has set many 
planet-bound eyes to gaze once again at the stars. 

Historical Hole: The Rntarans mere indeed done in bg one of their research projects, but nothing as 
poetic as liihat the rumors pictured. The Harvester Project ujas the Rntarans' quest for a biological agent 
that ujould infect most life forms and either hill them or render them mentdily docile and obedient, it ujas n 
mnjor endeavor vJith dozens of research labs ujorhing on various facets of the project. Rnd, in the end, 
the Rntdrdns succeeded in breeding d pdrdsite that did eudctly oihdt they ruanted it to. 

Severol versions of the Horvester parasite ewisted, but the most notable one aids the smaller, virulent 
horror hnoujn as Harvester Gamma that hilled all life forms indiscriminately, Rntarans included. Somehouj 
this Harvester mas released from its containment into several Rntaran colonies, and it spread lihe mild- 
fire. Billions of Rntarans died in madness and agony as the parasites devoured their brains and sought 
nem hosts to consume. The Hegemony restricted TOP travel in an effort to protect their territories outside 
the dimensional barriec but not soon enough. The only silver lining mas the fact that, laching fresh 
hosts, the Harvesters quichly starved to death. This, unfortunately, happened only after 9B96 of the popu- 
lation of the Rntaran Sector had been slaughtered. Those fern mho survived the scourge banded togeth- 
er and left the Rntaran Sector, lilhere they ment is as yet unhnomn. 

The Harvester plague devastated several other Rntaran colonies outside of the Darh Zone, but the Orion 
Sector remained mostly unscathed. This mould soon change, homever 

The question of mho released Harvester Gamma into the mild mould also never be ansmered. Some sus- 
pected a disgruntled Rntaran scientist: others suspect an accident at the lab: and some believe that 
Lohnar returned to bring domn the Rntarans once and for all... 
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CHAPTER nine: PERSOnnEL 

The Personnel tab enables you to govern some of the highest and looiest 
profile Individuals In your entire empire: your High Council of leaders, and 
your covert operatives. 

LERDERS 

The Leaders screen presents you oilth 
the current members of your empire^ 

High Council. Over the course of time, 
talented Individuals from across the 
goloHy may offer to join your ronhs. 

Their shills affect your entire empire, 
so even o slight advantage con be 
significant. Houuever; os high-profile 
individuals, they ore also vulnerable 

to ottochs by hostile spies from other ^ ^ , 

empires. They should be protected, even os you should be mohing efforts 
to deprive your enemies of their leaders ujith your ooin agents. 

On the left half of the screen you con survey oil the leaders in your High 
Council, each leader is described by o portrait, their name, and one to three 
icons describing the effects they hove on your empire. You con only hove four 
leaders in place at any given time; the feuer leaders you hove, the higher the 
chances that one uuill offer their services to you. If you feel that o given leader 
is not beneficial to your empire, clich on that leader^ portrait and then clich on 
the Dismiss Selected Leader button at the bottom of the screen. 

CRITIER: TIP: Leaders will not offer to join your empire if you have no place lor them. Firing a weaker 
leader may open a space for a more powerful individual to sign up... 

Cliching on o leaders portrait brings up the Selected Leader Info screen on the 
right. Here you con find more detailed information on the leaders bochground 
and the enact modifications this bochground cuill impose on your empires pro- 
ductivity. note that each leader con hove up to three different effects on 
your empire, most leaders contain both o beneficial and o detrimental modi- 
fication. In addition, some leaders may require payment in the form of o 
percentage of your Imperial Ton Revenue. This cost varies from leader to 
leader, but if youfe employing the most talented individuals in the Orion Sectoi; be 
prepared to pay up to 1096 of your income to support their needsl 

CRITIER TIP: Leaders usually do more good than harm. But a strength in one area is usually accompanied 
by drawbacks in another. Take a close look at each leader to make sure his or her advantages outweigh 
the disadvantages for your particular empire. For instance, if you need to catch up on Research, then a 
leader who brings down your Research percentage may be devastating, regardless of how much they 
might odd to your Industry output 

ESPIORRGE 

The Espionage screen is your cjindocu into the shodoiuy cjorld of intrigue and 
covert operations. Here you uill train spies to go out and gather information, 
sabotage enemy fleets, disrupt other empires' economies, and even strihe at 
the highest branches of their governments. 
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spv RECRUiTmenT 

This is aihere spies ore trained. Each 
spy is trained for o specific hind of 
mission, os listed in the Primary 
mission Circle field: military. Political, 

Economic, Social, Diplomatic, and 
Scientific. Once you hove selected the 
type of spy you need, clich on the 
Recruit This Spy Type button. The spy 
cjill appear in the training activity bOH 
belouj. You may queue up to four spies 
for training at o time. If you uuish to remove o spy from the training list, select the 
spy in the training activity bOH and clich on the Delete Selected button belou. 

RGERTS in THE FIELD 

This panel oiill list oil the empires you hove infiltrated ujith your spies. The 
target empires Flog uuill be shouun, follouued by the number of agents you hove 
operating uuithin their borders. If for any reason you uuish to remove oil your 
spies from o particular empire, select the empire and clich on the Recall Agents 
button belouu. Your spies uuill be given the recall order and uuill attempt to 
eHtroct themselves safely. 

LIST OF SPIES 

Once 0 spy has been trained, the code name uuill appear in the list of spies, 

I along uuith their mission circle. Selecting a spy uuill bring up the Selected Agent 
Information uuindouu. Here you uuill see o portrait of the spy, the name, mission 
circle, current activity, and current orders, os uuell os four primary statistics. 
These ore: 

• Cloah — 0 spyS ability to hide and remain undetected 

• Dagger — o spyS ability to perform o covert action 

• Luch — houu much random chance helps a spy to succeed 

• Loyalty — houu dedicated the spy is to your cause 

These statistics change over time os o spy gains more and more enperience 
through successful missions, or is brohen and beaten os o result of mission failures. 

To send a spy into the field, select the spy and then clich on the Insert Spy button. 
A list of possible empires uuill appear; and you may choose the empire that you 
uuont that spy to infiltrate. If a spy is successfully inserted, o mission uuill automati- 
cally be chosen based on enpertise. Theft of technology, disruption of enemy 
research projects, incitement of social unrest, destruction of planetary facilities or 
military units, and even the assassination of enemy leaders ore just o feuu of the 
possible missions o spy might undertohe. 

After years of service, o spy may voluntarily resign from duty. A spy might 
also resign after having too close a coll uuith the enemy (assuming they 
uueren't enecuted on the spot). If you uuish to prematurely terminate one of 
your agents, select the spy and then clich on the Retire Agent bOH belouu. 

CRITIER TIP: You can protect yourself from enemy spies (to an extent) by increasing the setting of the 
Oppressometer in the Empire screen. However youll have to deal with increased unrest in your own 
empire as a result so you need to be careful not to set it higher than necessary. 
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C THE ORIOn SECTOR PART H 

l< THE ERD OF RflTRRRII RULE 

One of the Hegemony^ last mandates 

ujas the establishment of a neuj policy V |BiPrVl| ' 

throughout Rntaran territory: destroy W W 

every vestige of their civilization F If 

among Its abandoned colonies and \W ^ 

i outposts so that no others could folloai 
them or learn their secrets. True to " ' 

their nature, the flntarans maintained , 0, 

their "blach hole" philosophy right up w f 

the very end of its days as many I 

enclaves of stored Rntaran hnouledge aiere destroyed, colonies abandoned 
and pulverized, and populations uithdrauun to places unhnoun. 

But not all of the Rntaran population uas gone. RIthough the depopulation effect 

I i completely emptied the Rntaran Sector and several neighboring sectors, it uuas far 
less drastic in the more outlying areas of the Hegemony, including the Orion Sector 
The Rntarans in command at Orion, nou suddenly cut off from any supplies and 
reinforcements from their home sectoi; had enough foresight to see the luriting on 
the uuall. They had just spent 1,000 cycles in brutal domination of the Orion races, 
^ eHploiting, torturing, enperimenting on, and slaughtering them. Rocu their positions 
uere reversed: they themselves uere severely uueahened, and perhaps vulnerable 
i to a resurgence by the Orion races. They needed to change their policies in order 
ill to maintain control over the sector 

Transforming themselves from tyrannical dictators to "enlightened" believers in 
representative rule, the Rntarans in the Orion Sector rebuilt and reconvened 
the Orion Senate. Inviting those races cuhose homeaiorlds uuere fairly close to 
Orion itself (several jump lanes distant at most) and ignoring those on the 
outskirts of the sector (and beyond the nooi uueakened range of the Rntaran 
military forces in the sector), the Rntarans announced the establishment of a 
neuj government in the Orion Sector. For the first time in a millennium the 
lights in the ancient Senate chamber burned brightly, and the voices of Orion 
and Rntaran representatives filled the halls, many of the Orion races oiere 
optimistic of such an event, aiilling to forget the horrors and atrocities of the 
Dark Rge and focus instead on a neoier and brighter future. 

But not everyone uas aiilling to forget the Rntarans' deplorable past. 

THE FIRST mEETinC OF THE ORIOR SERRTE 

It aas a very delicate occasion ahen the invited representatives of all of the 
local Orion races convened once more in the Senate in 19037 GC. The Rntaran 
presence aas unmistakable — among the guards, packed In numerous seats 
among the delegates, and most noticeably occupying the highest seat of all, 
that of the President of the Orion Senate. Their pitiless features provided sharp 
contrast to the palpable optimism in the air that enuded from almost all the 


other members. The long oppressed indigenous Orion races brought their hopes 
to the UJell of the Senate, and oihen the first session had ended, they had left 
them there in tatters. 

The occasion began aiith enthusiasm among the Orion races. Rfter centuries of 
Rntaran-imposed isolationism, the Rmbassadors from the local Orion races met 
each other cjith luide-eyed amazement: the stories their elders had told about 
the cosmopolitan nature of the Orion Sector aiere all truel The reunion of former 
allies and adversaries became a recounting of ancient history, of the 17000s, of 
something called the Pan Humanica, and of the horror stories of the Dark Rge. 
ULlhile this reunion played out in the Senates Imperial Lounge, the Rntaran 
representatives interacted little and seemed to be bored by the ojhole event. 

Finally, the speeches oiarranted by the occasion began, negotiations beforehand 
had decided that the Rntarans oiould speak last to close the first session of the 
Senate. Canny negotiators to the end, the Humans arranged to open the meeting, 
cjith Rmbassador Shain RIegna delivering a stirring oration on the "beginning of 
a bright necu age for all Drionsr Her speech uas applauded by all the delegates 
(oiith the notable enception of the Rntarans), and uas folloued by several other 
salutatory addresses from the Rmbassadors. That is, until the leader of the 
rrirrshan delegation stood in the tJLiell. 

mRRSHRn DIPLOmRCV 

Rmbassador Rrlenn looked resplendent in her meticulously pressed fflrrshan 
fleet officers uniform (a fleet only recently commissioned by the fflrrshan to 
patrol against pirates under the neoi Rntaran policy of replacing their ouun 
duuindling manpouer uuith skilled local inhabitants). Her scarred face, partially 
hidden behind an eyepatch, uas upheld in an aura of nobility. tUhen she 
spoke, she bared fangs of utter contempt. Passionately, forcefully, and uuith a 
patricians rhetorical skill, she denounced the Rntarans and their past deeds. 
Here uuas a uuarrior uuho had chosen the Senate to be todays battleground, 
and her devastating verbal surprise attack on the Rntarans had its impact. 

The Rntaran delegation remained enpressionless as they listened to the entirety 
of her haranguing. Rs she closed, there uuas a long moment of silence, and then 
a Bulrathi officer demanded to be heard newt. His blunt soldiers berating of the 
Rntarans underscored the fact that the Bulrathi stood united uuith the fflrrshan in 
their contempt of their treatment by the Rntarans for the past millennium. The 
Elerian Senator; uuhen she finally spoke, uuas clearly moved by the fflrrshan 
speech, and added her thoughts on the matter of Rntaran atrocities committed 
against the local Orion races, citing their influence in the Elerian Gender Riots 
and the atrocious fflind LUorm plague the Rntarans had inflicted on their 
population during the Rntaran UJar 

Though these three speeches uuere the most direct in their assault on past 
Rntaran actions, other negative notes uuere heard in the speeches of the 
Gnolam, RIkari, and Darlok representatives. Throughout it all, the Rntaran 
delegation sat unmoved, unflinching and, apparently, uncaring. 


CHAPTER TEA: FOREIGA OFFICE 

The Foreign Office tab uill bring you 
into the political arena of the Orion 
Sector; aihere you con negotiate uith 
your neighbors for trade, declare ruoi; 
sue for peace, or even vie for control 
of the august Orion Senate itself. 

DIPLOmRCV 

In this oiindooi you uill see portraits of 
the ambassadors of any empires that 
you hove diplomatic contact cjith. fit the beginning of the gome, there may be 
very feuu, if any, portraits here, os you may not be in close proHimity to other 
empires. Flouever; if you start off os o member of the Orion Senate, then you 
cjill see portraits for all other members, regardless of their proHimity to you. 

If you uish to contact one of the other empires and initiate o diplomatic 
eHChonge, you may double-clich on their ambassadors portrait to enter the 
negotiations screen. Rlternotely, you may select the portrait and then clich on 
the Initiate Oeoi Diplomatic EHChonge 
button belocj. 


If one of the other empires has sent 
you 0 message, o note aiill appear on 
that portrait. Rgoin, double-ciiching on 
the portrait uuill display their message, 
or you may select the portrait and 
clich on the Vieoi Incoming messages 
button belocj. 

nEGOTIRTIOnS 

If you ore initiating a diplomatic enchonge ujith another empire, the folloujing 
options ore available. 

Pronouncements: 

Threat 

Threatening another empire oiill strain relations betoieen your tuo empires, but 
it might convince them to bach off, or offer you o gift or tribute, or stop spying 
on you. On the other hand, it might push them over the edge and incite them 
to breoh their treaties, impose sanctions, or go straight to uuor 

Impose Sanctions/Embargo 

Imposing sanctions and embargoes oiill hurt the target empire economically. 
The full effect depends on hooi much your empire trades oiith theirs, so it is 
generally most beneficial to you if your empire is more financially stable than 
theirs. Rgoin, this uuill strain relations significantly betueen your tojo empires. 




Declare UJar 

The ultimate statement of hostility, o declaration of oior removes oil treaties and 
sets your ships to attach any vessel or colony belonging to the target empire on 






sight, heep in mind that o declaration of uuor may hove serious consequences, 
especially if they con drauu their allies into the conflict. Consider any decision to 
begin o uuor oiith another empire very carefully, and consult the Foreign motriH 
to find out oiho your enemyS friends might be. 

Treaties: 

Ron-Rggressian Pact 

This treaty, ojhen accepted, orders oil ships of both empires to ollouu the other to 
pass and to not attach unless fired upon first. This is very useful uuhen fighting o 
common foe if you must both move through common star systems to get to 
your destination. It is also useful early in the gome, uuhen you ore still enploring 
and hove not yet built up your military to the point aihere it is ready to fight a 
aor It is the first step toaord more advanced arrangements such os Trade 
Rgreements. 

military Rlliance 

By forming a military Rlliance, you agree to support the other empire in the 
event that their ships ore attached and you hove available resources in the 
some system. 

Full Rlliance 

R Full Rlliance aill cause both empires to defend one another militarily to the 
greatest entent practical. 

Trade Rgreements: 

Ecanomic Trade Rgreement 

By establishing on economic Trade Rgreement uuith another empire, you 
increase the RUs brought into both empires through trade. The amount of trade 
depends on the size of both empires. tUhile such treaties ore beneficial in the 
long run and con gradually bring both empires closer diplomatically, they ore 
enpensive uuhen first formed. Therefore, establishing on Fconomic Trade 
Rgreement uuhen in a poor financial situation con hurt on empire more than it 
con help it. But os time progresses, the cost drops until the agreement finally 
begins paying for itself. 

Research Trade Rgreement 

Similar to the Economic Trade Rgreement, a Research Trade Rgreement 
promotes o sharing of research information betuueen tuuo empires, resulting 
in additional Research Points for both. The number of additional Research 
Points generated depends on the size of both empires. UUhile such treaties 
ore beneficial in the long run and con gradually bring both empires closer 
diplomatically, they ore enpensive uuhen first formed. Therefore, be careful to 
analyze the costs before entering into such on agreement, especially early in 
the gome. In time, the cost of the agreement uuill drop, and the benefits uuill 
become apparent. 

EHchanges: 

Girt 

You may offer a gift of RUs, planets, or technology to another empire. This con 
improve relations betuueen your empires, depending on the value of the gift. 



Trade 

You may attempt to enchonge various items oiith another empire. Technoiogy, 
pianets, and dipiomatic actions are among the items that can be traded. 

Demand 

You may demand "something for nothing" from another empire, most empires 
cjiii react negatively to such a stance; houjever; some races have respect for 
such aggressive diplomacy. 

RESPOnO TO R DIPLOmRTIC mESSRGE 


If you are responding to a message 
from another empire, the foiiooiing 
options are available. 

Refuse 

This is a fiat-out refusai for whatever 
the other empire might be proposing. 

no Rnsujer 

fl dipiomatic version of the coid 

shouider could be seen as contempt by ^ ^ ^ ^ ^ ^ — ' 
some. On the other hand, some empires might revise their offer to mahe it 
more appeaiing to you. 


fl more poiite deiaying tactic than flo Anscuer; your dipiomats hem and haoi in 
the hopes that a better offer might come aiong. 

Counter-offer 

You tahe the initiative and revise their offer for them, fl good deai for you if 
it ujorhs. 

Rccept 

You agree to the terms offered. 

Before ciiching on the Send Offer button, you must piace an emphasis on your 
statement. The Emphasis For This Action button provides you uuith severai 
choices on hour you oiish your statement to be conveyed, from humbie begging 
to demanding arrogance. This emphasis can have varying effects on houu the 
opposing empire treats your request. 

CRm£R TIP: Being nice isrit alwags the best policy. Some races view politeness as a sign of weakness 
and will try to enploit it, or just ignore it compieteiy. The Sahkra, for enampie, tend to respond best when 
your diplomatic entreaties are relatively unemotional or even aggressive in tone. The Trilarians, on the 
other hand, wouid be quite offended by the same offer 


ORIOn SERRTE 


I 


In the Orion Senate, the superpouers 
of the Orion Sectoi; under the uuatchfui 
and dominant eye of the fleoi Orions, 
meet to discuss matters of galactic 
importance. The Len Qaiactica (the 
iauLis of the gaiany) are proposed 
and voted upon in the UUeil of the 
Senate, and many interraciai griev- 
ances are laid out in front of the 
Senates members for discussion. 



LRUJS 


Any items of the Len Gaiactica are iisted here. These are entremeiy binding 
mandates that affect all members of the Senate. Violation of these iaus oiiii 


bring suuift retribution from other Senate members. Of course, for those uho 
are not part of the Senate, these iaus mean very iittie... 


BILLS 

members of the Senate uuili often propose biiis for the Senate to vote upon. 
These biiis range from commendations to condemnations, the imposition and 
iifting of sanctions, the addition or enpuision of members of the Senate, and 
even a group deciaration of oiar against a particuiar empire. 


Propose Reuj Bill 

If you oiish to propose your oojn biii for the Senate to vote upon, open the 
Propose neuu Bill panel. This oiili bring up a list of possibie biiis for you to 
choose. Once you have chosen a particular agenda, you may then select 
ujhich empire oiiii be the subject of the biil, and then you may submit the biii 
to the Senate. 


The foilooiing procedure appiies to every biii brought before the Senate. 

Proposal 

The biii is proposed, as described above. It aiill reach the Senate floor the 
follouuing turn. 

Seconding of the motion 

The bill must be seconded by someone other than the ambassador oiho 
initiated the motion. 


Voting 

After being seconded, the biii can be voted upon. The possibie votes are yes, 
no, or abstain. You may aiso postpone your vote, primariiy to negotiate oiith 
the biiis initiator to see oihat that empire ojouid give you in enchange for your 
vote in support of their biii... 







Conclusion 

The bill is passed or rejected, based on houu the Senate members voted. 

You can see the status of each bill currently in process by the icon nent to the 
bill and the color of the tent of the bill. Green tent means that the bill has just 
been proposed or seconded. Yelloai tent means that you have voted on it and 
it is auaiting completion. Red tent means that the bill has been voted on and 
accepted or rejected. 

FOREICn mRTRIH 

This screen gives you a gulch looh 
at the empires in the game and their 
current diplomatic relations aiith all 
other empires, fit first, you uill see 
your representative^ portrait in the 
center of the screen, oiith colored 
lines connecting to the portraits of all 
other empires that you are currently 
in contact uith. The color of the lines 

indicates the current state of relations , , , 

betoieen your tuo empires, fl pale blue 

line indicates regular diplomatic channels; a yellooi line indicates an alliance; 
a aihite line indicates a treaty; a green line indicates a trade agreement; and 
a red line indicates uuar. 

You may have several active relationships aiith a single empire. This screen aill 
display the dominant relationship in the main display. In the Shoa Races That: 
boH in the loaer right you can specify the hinds of relations you aant to see, 
if, for enample, you aanted to see all races that you aere at aar aith. 

You can also change the empire in the center of the screen by choosing the 
race you aish to survey in the Select Race for matriH Center list. Their portrait 
aill appear in the center; along aith lines indicating their relationships aith 
other races. 
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THE ORIOn SECTOR PART HI 

THE REUI ORIOnS RRE DORR 

The President of the Senate rose to give ^ 

the final speech of the Senates opening 
session. He declared that the Orion 
Sector aas noa no longer aligned aith 
the flntaran Hegemony, and that they 
aere establishing their independence 
then and there (interestingly, the huge 
ovation that announcement received 
still had no outaard effect on the stoic 
flntaran delegation: they remained as 
enpressionless as they had during the brutal diatribes given earlier in the session). 
To underscore this, he declared that they had adopted a nea moniher; and aould 
thereafter be hnoan as the flea Qrions. 

The speech aent doanhill from there. Ominously, it ended aith an affirmation 
that the flea Orions aould remember the aords spohen by the fTlrrshan, 
Bulrathi, Clerian and other representatives, and that a formal reply aould be 
forthcoming separately to each of their home aorlds. 

THE REUI ORIOnS TRKE CHRRGE 

The flea Orions had, of course, been preparing for this step for several cycles 
already. Having heard nothing more from flntares since the policy regarding 
the destruction of all flntaran outposts, the flea Orions decided that the 
Hegemony aas no longer a functional entity, and thus ignored the command. 
Instead they raided ahatever outposts they could find, pillaging their resources 
and aithdraaing them to a core radius around Orion. Other equipment aas left 
in place as is, including the "prison monitors" those ships and satellites set in 
orbit around the homeaorlds of the lesser races to heep them duly repressed 
and firmly under flntaran control. The flea Orions had already begun mahing 
deals aith their "locals" to share the manpoaer burdens required to help 
combat piracy in the Orion Sector. They felt that it aas aorth the rish to heep 
their prison monitors in place for the time being to help counter the increasing 
poaer being yielded to the locals. 

But aith the ominous aords spohen during the first session of the Orion 
Senate, the flea Orions realized that a revolt against their "flea Order" 
aas forthcoming, and they aere aorried. By 19098 QC, the fTlrrshan 
had discovered the ease aith ahich they could capture the prison monitors 
around their aorld, and quichly shared that information aith the other sector 
races. Before the cycle aas ovei; the flihari, Darlohs, and Elerians had also 
seized the monitors orbiting their homeaorlds. hnoaing that they aere not 
yet ready to confront the rebellious locals, the flea Orions cynically "granted 
as a gesture of goodaill" their remaining monitors to all of the Orion races 
that had not yet bothered to capture them. 
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The neuj Orions spent most of 19098 GC organizing their Great UUhite and 
Great Crimson Fleets (being their neoi colors of leadership and strength) and 
fortifying their territory around Orion uhile the indigenous Orion races that 
uere openly revolting prepared their ooin hasty defenses. The local Orion races 
did not hnoai it, but the Oeuj Orions uere afraid of them; hod this hnouuledge 
gotten out, the folloaiing oior might hove gone much differently... 


Though the Oeiu Orions hod rejected Rntoron rule, they certainly hod not changed 
their inner Rntoron natures. Their strategy uos to dominate the troublemohers by 
force and thus cou the rest into submitting to their "benevolent" leadership. They 
hneoi they hod to strihe quichly; the local Orion races uuere building up their 
fortifications and their fleets, and gaining strength aiith every passing day. 

RIso, they hod no idea oihot hod happened oiithin the Rntoron Sectoi; and 
thus chose to prepare for either o retributive strihe from Rntores for their 
insubordination or on attach by a neoi enemy that hod somehou defeated the 
Hegemony forces oiithin the dimensional barrier. Therefore, they prepare 
for fighting on tuo fronts. The Great Crimson Fleet ujos assembled oiith o small 
number of the best ships and creuus that Reoi Orions could assemble. This fleet 
UJOS held in reserve at Orion aiith o three-port mission. First, they oiere to oversee 
the construction of o brond-neoi Guardian ship. Second, they uuould be the first 
line of defense against on incursion from the Rntoron Sector Rnd third, they oiere 
to launch raiding parties into the Rntoron Sector through the TOP at Orion to steal 
supplies and equipment to shore up their poorer base, os urell os to investigate the 
disappearance of the Rntorons. This oros o particularly hazardous assignment, os 
the TOP at Orion oios suffering from severe loch of maintenance, and it oros 
enpected to breoh doorn completely from disrepair sometime soon. 

Historical Rote: Rather than destroying the last vestiges of Rntaran civilization during the time of their 
population implosion, the fleuj Orions gathered the most valuable secrets and research projects they had 
. and stored them in a hastily built Guardian ship. This Guardian, along ujith the Great Crimson Fleet, mas 
designed to protect their positions of poorer in the Orion Sector and to insure their rule for cycles to 
' come. The Great Crimson Fleet played an important role in securing the required components and tech- 
nologies used in its construction. 

' The Great ULlhite Fleet, on the other hand, tuos put together out of "everything 
else" — police cutters, oid transports, museum pieces, and the dregs of the Fleai 
Orion Rovy. ULlith only a handful of true Rntoron tuorships to provide it aiith o 
soiid steei core, the Great ULlhite Fieet tuos forced to accept criticoi oieohnesses in 
certain ship ciosses. Thus, anything that could mohe o hyperspace jump oios 
fitted uuith oihotever oreopons couid be slapped on and brought into the fieet. 
The Great ULlhite Fieet oios put under the command of o ioyoi Reoi Orion Grand 
Rdmiroi named fieioth HVei, aihose specioities oiere training, discipiine, and 
fanatical attach. By the end of 19098 GC, the Rdmiroi hod transformed o motley 
rag -tog group of scooils, derelicts, and impressed creuj members into eight smoii, 
efficient tosh forces of rabid attach beasts. 



CHAPTER ELEVEA: PLARETS SCREER 

The Pionets screen uuiil oiiooi you to sort and vieuu oii the pionets that your 
empire hnoois about at o gionce. it provides o quich, convenient summary of 
hey facts about the pioces that ore most important to you. It con oiso be used 
os 0 navigation screen: simpiy doubie-ciich on the pionet youd lihe to move to, 
and you'ii go straight to the Pionet screen. 

The pioyer in control of the planet aiill also be shoain, os aiell os the racial 
breohdocun of the planets population. 

OVERVIEUI 

In this screen, you'ii see o compact 
dispioy of hey facts about each 
selected planet. 
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TERRRFORm ZORE 

Right neHt to the picture of the planet is 
0 verticoi bar uuith red, yeiiouu and green 
stripes. This is a compact version of the 
Terraforming Zone dispioy on the Pionet 
screen, it shouus the hobitobiiity of the 
pionet from the vieuupoint of the species shouun in the "Vieuu By" drop-douun at 
the bottom of the screen; typicoiiy, this is the species thotS most popuious on 
that pionet. This is one criticoi indicator of the desirobiiity of this uuorld, but not the 
oniy one. 

URREST 

Three icons indicate the Unrest status of this pionet: 


Green Thumbs Up 

Happy 

Vellouj moving Hand 

High level of unrest 

Red Fist 

Currently in revolt: youfe no longer in control 


STATISTICS FOR UflCOIlTROLLED PLRI1ETS 

If the pionet is not currently under your control, you'll see three items dispioyed 
in the neHt bon: Gravity, Fertility, and fTlinerais. £och of these tells you o little bit 
more about uuhether this is o good uuorid for your species. The uurong gravity 
con of course be o problem, but a louu fertility uuiii be on issue uniess you hove 
pienty of food elseuuhere or ore a mineral -eating species. 

STATISTICS FOR VOUR PLARETS 

If the planet belongs to you, you'll see o different set of displays. First, you'll see 
the unrest level. This is color-coded and also shouun os a number for easy reference. 
Then you'll see a summary of the planets output of Food, minerals. Industry, and 
Test Tubes. These uuiil shouu you, at o glance, uuhich ports of that economy ore 
strong and uuhich ore uueoh. The total RUs produced on that planet in the lost turn 
uuiil also be shouun. 
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POPULRTIOn 

Finally, the last boH on the line shoois hou many inhabitants live on the planet, 
compared to the maHimum. 

SORTinC PIRRETS 

PRimnRV RRD SECOnDRRV 

You can choose to sort your 
planets in order of the attrib- 
utes that ore most important 
to you. For enomple, you con 
tell this screen to put all of the most habitable planets at the top of the list. These 
tcjo drop -doom menus let you select o primary sorting characteristic and then o 
second one aiithin that, if desired. 

VIEUJ BV 

Usually, you uuont to evaluate the "value" of o planet based on whichever 
hinds of creatures ore living there. ThotS the default setting, called "Dominant:' 
But there ore some coses uuhen you'll oiont to looh at the list of planets from 
the perspective of o particular species. For enomple, you might oiont to revieoj 
oil of your planets to see oihich ones ore most interesting to on Insectoid race, 
to get on idea of oihere your filochon neighbor is most lihely to attach you. Qi; 
you may oiont to find only those oiorlds that ore best for migration of your 
species and not for the forced laborers you hove on captured planets. 

FILTERS 

This screen also contains o number of chech-boHes that ollooj you to further 
fine-tune ojhich planets ore shooin. most ore self-eHplonotory. The purpose 
of these is to restrict the number of planets shooin so its easier to find the 
information that you ojont. For enomple, you'll usually ojont to looh just at the 
planets you ooin. But sometimes you ojill oiont to looh around at other planets 
in those some systems, to see oihere you oiont to build o neoi colony. In that 
cose, youd simply un-chech the "Oojned Planets" boH and oiould then be 
able to looh at every planet in every system that you currently hnooi about. 

ORDERS PRREL 

SERB COLOnV SHIP 

UUhen you issue this order to o planet, it ojiil request that the nearest colony or 
outpost tosh force available be sent to colonize this planet. If there ore none 
available, o neoj one ojill automatically be built and sent from the nearest 
available Deployment Center This aiill occur regardless of uuhether the 
Colonization fli setting on the Empire screen is Dn or Dff. 

SERB BUTPBST SHIP 

They ore o "colony" ship (thinh of them os o penal colony, lihe the oioy 
Australia cuos started). They represent 1/T population point, they con grouu 
into 0 colony (1 full population point), and uhen they do they ore automatically 
granted o military DER. They also "Coy Claim" to o System: in other uuords, races 
you ore friendly oiith uuill ovoid the system because youVe "laid claim" to it. 
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S You con also set o miQRATIDA policy to get more people to go there. Bear in 
mind that Dutposts grouu VERY slouuly. Its not really cost effective but great for 
colonizing RED or YELLDIU mineral rich systems or systems that hove great 
SPECIAL but hove FIOSTILE environments. 

SET miGRRTIBR 

Sets this planet os o high priority for migration. This is the spocefarerS equivalent 
of offering "^0 acres and o mule" to neuu settlers. lUhile this uuill not pull 
people automatically from another planet, it uuill highly encourage any that 
ore automatically moving to consider this planet os o lihely candidate. This 
policy remains active until you either turn it off or the planet is overpopulated. 

LOCRTIOn PRREL 

UUhen you select the Location panel, 
planetary detail uuill be stripped ouuoy 
and 0 GolOHy mini mop uuill replace 
I the screen, ollouuing you to pinpoint 
uuhere that planet is in relation to your 
empire. Ciiching on each planet on the 
left side of the screen uuill shouu uuhere 
that planet is on the GoloHy mini mop 
i 1 and is denoted by o reticule over the 
Star System it belongs to. Just lihe the 

Information panel, you con sort in any uuoy you uuish, and you con zoom in on 
0 planet by double-cliching on the planet icon on the left. 

THE ORIOn SECTOR PART Hll 

THE REUI ORIOnS STRIKE BRCK 

The ominous "formal reply" that the 
President of the Senate hod promised 
to deliver to the dissenters' homeuuorlds 
uuos delivered starting in the early port 
of 19093 GC by the Great lUhite Fleet, 
and that reply uuos Henocide. Grand 
Admiral FIvei hod orders to uuipe out 
those civilizations uuho hod spohen out 
against the Aeuu Orions, and he hod 
honed the Great LUhite Fleet to be the 

perfect instrument for the tash. The fleet possessed o for superior technological 
base than uuhat it uuos enpected to encounter; and oil its uuor gome simulations 
projected no significant casualties during the upcoming campaigns (those feuu 
simulations that did project the actual casualty rote uuere disregarded os being 
statistical anomalies). 

FIVei began his campaign uuith the Gnoloms, uuhose pathetic shouu of resistance 
(accompanied by o laughable attempt to bribe the Admiral) served os little more 
than 0 useful training enercise for the fleet. tUith each cycle, another engagement 
dreuu to o close, os the Great LUhite Fleet annihilated the Bulrothi nent, then the 
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£lerians, and then the fTIrrshan. Their homeuuorlds oiere utterly devastated in a 
display that the ITeu Orions thought oiould serve os an eHomple to the other 
local races, fill that remained of those once proud races uere a smattering of 
refugees and oihatever lost tribes and outposts they had, rumors say, managed 
to heep alive and hidden during the Darh Rge. 

After the completion of the fTIrrshan engagement, HVei tooh most of 13 103 QC to 
repair and resupply his fleet. The attrition that the Great tJLihite Fleet had suffered 
uas greater than original predictions had estimated, as the Flerions and the 
fTIrrshan had fought oiith a surprising strength and tenacity that had not been 
enpected. It aias during that cycle that the Rlhari and the Darlohs managed to 
successfully evacuate large numbers of their people, as uuell as precious cultural 
artifacts, offuuorld and out into deep space. Ht/ei returned to his campaign uuith 
reneoied vigoi; destroying the remaining Darlohs in 13 104 QC and the Rlhari in 
13 105 QC, thus completing the UUar of EHomple that the Reu Orions had intended. 
The Great UUhite Fleet returned to Orion to aiuait further orders. 

Historical note: Everyone hneiii that the Great lilhite Fleet had suffered some attritioh during their 
campaigh of retribution, lilhat uuas not hnoiun ujas the eutent of those iosses and the fact that they ujere 
aimost irreplaceable because of the denuded population and industrial base of the Deuj Orion empire itself. 
In truth, the ability of the Great lilhite Fleet to project massive offensive poujer is gone. 

iJLihile the idea of the Great UUhite Fleet suffering attrition may seem surprising 
at first, a closer looh at uuhot uuas going on at the time oiould leave one ashing 
not cuhy did they suffer any attrition, but rather hotu did they escape oiith such 
light attrition. R popular Qnolam saying oient, "The only thing more costly than 
a battle uuon is a battle lost!' Even if FIVeiS fleet had crushed its opponents uuith 
barely a scratch, it still enpended resources to do so — missiles, creuu supplies, 
basic maintenance, etc. Rll the things that get used and abused in battle and all 
the things that require adequate logistics uuere enpended uuithout a ready supply 
of replacements available. 

naturally, the Reuu Orions hept that (lihe they hept most other) information to 
themselves, yet another closely guarded secret. They purposefully projected an 
aura of absolute military supremacy; houuevei; the indigenous Orion races had 
secretly begun to question the Reuu Orions' combat readiness. Even as the local 
Orion races uuere building up their defenses and preparing to push out into the 
sector once more, the Reuu Orions continued to let spohen and unspohen 
threats of Henocidal retribution hang in the air of the Senate as they struggled 
to reacquire sufficient military strength to effectively carry out such threats 
again. This questionable state of readiness of the neuu Orion navy uuas yet 
another facet of the dangerous game the Reuu Orions uuere playing. 


The Orion Sector Rises Rgoin... 

The neuu Orions had made an enample of their detractors, and their point uuas 
crystal-clear to the remaining civilizations in the Orion Sector. tUith hostilities 
finally at an end, the Oeuu Orions and the indigenous Orion races met in the 
Senate to debate, and occasionally even decide, on matters of sector-uuide 
importance. One of the most important of such legislation uuas the RBC Ban of 
13 1 10 QC, being a simple ban on the use of nuclear; biological, and chemical 
uueapons. This item of the Len Qalactica uuas beneficial to both sides — the 

















indigenous Orions uuished to appear less threatening to the Oeuu Orions and 
heep civilian casualties to a minimum should another Orion Civil tUar be in their 
future, uuhile the neuu Orions uuished to heep their ouun limited population safe. 

RIthough the Senate uuas a place for debate and communication, there uuas no 
doubt about uuho had the true pouuer The neuu Orions remained firmly in control 
over the part of the Orion Sector uuithin the Senate^ military range (the Senatus 
Imperium Ultimum, a radius of several jumps from Orion). They played the ethnic 
Orions against each othei; protected their positions of pouuer uuithin the Senate, 
and continued to offer the threat of military retribution uuhen it served their 
interests to do so. Their influence remained strong, and their uuill frequently set 
the tone for policy throughout the sectoi; but the natives uuere getting restless. 
tUith the uuoHing indigenous races of Orion before them and the uuaning Rntaron 
Flegemony behind them, the neuu Orions uuere sitting very uneasily on the fence 
betuueen the tuuo. 

Rs the Senate brought the Orion Sector together once more, the reestablished 
contact enabled many of the indigenous Orion races to remember the past, times 
before the Oeuu Order; times before the Darh Rge, uuhen they uuere masters of the 
sector; and their empires spanned the shies. The embers of an Orion renaissance 
uuere beginning to glouu again. Rnd their questions drove them harder; faster; 
higher; for they hneuu that hnouuledge uuould give them pouuer Flouu strong uuere 
the neuu Orions? IJLihat happened to the true Rntarans themselves? IJLihat secrets 
lay buried in lost Antaran and Orion colonies? tUhat of the stories of the Orion 
races' glories during the legendary Pan Flumanica? Rnd uuas there something 
even before those ancient times? 
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CHAPTER TUIELVE; SHIPYARDS 

This is ujhere you mahe your decision * > ^ 

on uuhot hind of ships you uuont to 
build. Ships ore alwaijs designed to 
tultill a particular role or mission, and •ri' TiP Ki| 
your Leader uuill alaiays use the best _ ^ 

available technology and equipment 
for that mission type. Clich on the Ship 

Design icon to enpand the panel. The .. ^1 

Shipyards screen is brohen up into yi — ■ 

^ sections; Ship Orders, Rame/Ship Info ^TeaiTea[TflBTimTg;::Tg Ta 
Capacity, Items/Components. 

The ship design screen is oihere you come to mahe neuj ship designs and to 
revieoi enisting designs. Theres a lot to do, but its really fairly straightforcuard 
once you are used to it. Here is a quich overview of hour everything aiorhs: 

ULlhen you first bring up the Shipyards screen, it defaults to a neu design oiith 
the same parameters as the ship you most recently designed. There are tuo 
uays to use this screen. 

First is to let the fli design a ship for you. You simply tell it uuhat sort of ship 
you cjant using the SHIP SIZE, SHIP CLASS and SHIP miSSIOn drop-douuns and 
STEALTH chechbOH, then hit the AUTO -BUILD button. The Al uill use those 
parameters to design a ship to fulfill that mission type. You are then able to go 
in and edit that design if you aiant to adjust something that it did. 

The second aiay to design a ship is from the ground up. This follouus the same 
procedures as letting the Al design the ship, but instead of using AUTO -BUILD, 
you have to add in the ship systems yau uant using the UUEAPOns, EAQinES, 
DEFEASE and SPECIALS buttons to the left of the display. 

Ship Size selects the basic size af the ship, as measured by hull volume. The 
bigger the ship, the more enpensive it is to build, but the more internal space it 
has for carrying things lihe uueapons. Hocuevei; many systems such as Jump 
Drives or Shield Generators uuill scale based on the size of the ship — the bigger 
the ship, the bigger these systems have to be. Other systems, such as uueapons, 
have fined sizes, and these are oihere the larger ships really come in handy. 

Aside from a feo special items such as Colony Pods, any item can be put on 
any ship. Same very small hulls can't hold certain types of equipment because 
its base size is too big. But, as a general rule, the main reason for building a 
particular ship is that you can put just the right amaunt of stuff in it to mahe it 
oorth the AUs. 





Ship Characteristics 

, ' J A ship^ class determines its function. Ship engines and sizes are as falloos. 

STRRSHIPS 

Starships are built oith Jump Drives allooing them to traverse open space as 


t'f ■' oell as use Jump Lanes. These are the standard vessels in the fleet. 



svsTem SHIPS 

System Ships are slightly larger than Starships and do not have to have Jump 
Drives installed, leaving mare room for optional equipment. UUhile they cannot 
traverse interstellar distances, these vessels are encellent for defending systems 
you have colonized. 


ORBITRLS 

Orbitals are even larger than Starships and alsa do not have Jump Drives 
installed. They must still have engines, since these act as the pouuer source for 
the Drbital. Drbitals are essentially stationary in combat, staying in fined orbits 
around planets or moons. They are thus more vulnerable than either Starships or 
System Ships, so be sure to add enough defensive systems uuhen designing one. 


STERLTH 

Stealth is a special option. Stealth ships are smaller than other ships of the 
same Size and Class, but are harder to detect and target in both Combat and 
Aon -Combat situations. ThereS nothing quite lihe the enperience of seeing a 
Stealth flotilla arrive unannounced in your home system. 


SHIP CLRSS 

Aot surprisingly, ships come in a variety of sizes, from the smallest Lancer to 
the most fearsome Leviathan. There are 14 classes each af ships and orbital 
platforms, but only 7 ship graphics and 3 platform graphics for each species. 




SIZE VRLUE 

SHIP TVPE 

ORBITHL TVPE 

01 

Lancer (1) 

Defense Sat (1) 

02 

Cutter (1) 

Light Defense Piatform (1) 

03 

Corvette (2) 

Defense Piatform (1) 

04 

Frigate (2) 

Heavy Defense Piatform (1) 

05 

Destroyer (3) 

Light monitor (2) 

06 

Light Cruiser (3) 

monitor (2) 

07 

Cruiser (4) 

Heavy monitor (2) 

08 

Battie Cruiser (4) 

Star Base (2) 

09 

Dread Cruiser (5) 

Heavy Star Base (2) 

10 

Dreadnought (5) 

Battiestation (3) 

11 

Battieship (6) 

Heavy Battiestation (3) 

12 

Titan (6) 

Star Fortress (3) 

13 

Behemoth (7) 

Heavy Star Fortress (3) 

14 

Leviathan (7) 

113 

Citadei (3) 
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UlERPOnS PRnEL 

lUeapons come in three basic varieties: 

Direct Fire, missiles and Fighters. These — 
are discussed in their oiun sections. 

DIRECT FIRE lUEflPOnS 

Direct Fire tJLieapons are further brahen ■=“ 
daun into four different types: Beam, mjF 
Particle, mass Driver and Fusian. 

Typically, Beam ueapons have the . U . ^ 

longest range but the laoiest damage 

potential. Particle oieapans have slightly "" 

sharter ranges, and do slightly more damage than Beam uueapons. Particle 
ueapons alsa tend ta have an advantage uuhen it comes to penetrating 
shields, mass Driver uueapons tend to do slightly more damage than Particle 
uueapons but have a shorter range. Since they are flinging physical prajectiles, 
they have the advantage af nat having damage decrease at longer ranges. 
Fusian uueapans have the shortest ranges but deal considerably mare damage 
and tend ta hit more easily due ta their large area af effect. 

UUhen designing a Direct Fire tJLieapon, first chaose the base uueapon, say a Laser 
Beam ar Fusian Cannan. Then you can select from a variety of tUeapon mounts 
and ULleapan madifications (assuming yau have researched any af these). 

UJeapon mount 

The ULleapan mount (ranging from Point Defense to Ultra Fleavy Spinal mount) 
has a number af effects on the uueapon. In general, the bigger the uueapon mount, 
the greater the damage the uueapan does. Flouuevei; bigger uueapons tend to fire 
less often than smaller uueapons. The biggest uueapons is the Spinal maunted, 
uuhich has an even greater effect an Target Selection and Fire Rate due to limited 
maneuverability (Spinal maunt means that the uueapan aluuays paints in the same 
directian as the front of the ship). tUeapon modifications are individual ta each 
uueapan. Same uueapons have modificatians (mods) that increase Fire Rate, uuhile 
athers have mads that increase their range or accuracy. Flo uueapon has more 
than siH mads available ta it. 

miSSILES 

missiles have less variety than Direct Fire UUeapans, but have a langer range 
and tend ta pach more of a uuallop than the equivalent technalogy level of 
Direct Fire UUeapons. They tend to tahe more space as uuell, and have a limited 
number af valleys that may be fired during a cambat. missiles are perhaps best 
used as planetary defenses, uuhere the number af valleys per combat is 
essentially unlimited. 

To design a missile, you first pich a UUarhead. This is the core technology and 
determines all the base characteristics af the missile. You then select a chassis 
fram the available options — smaller chassis' tend ta fire mare quichly but do 
less damage, uuhile a large chassis reduces firing rate but increases damage 
potential. You may alsa select madifications that do a variety af things based 
an the Chassis and tUarhead you have selected. 





CRm£IS TP: the best defense against missiles is a strong point defense. If your opponents have missile 
capabilities, you// probably want to be sure to build some point defense ships and place them in the outer 
rings of your task forces. Their highly maneuverable lasers with rapid firing rates will help take out the 
enemy missiles before they get close enough to do their damage. Rnother approach would be to build 
some entremely long-range weapons that you can fire before the enemy closes enough to make missiles 
effective, then run away before the missiles can do any damage. 

FIGHTERS 

Thinh of Fighters as miniature ships. They carry smaller versions of uueapons, 
uuhich do less damage than full sized ship uueapons but have the advantage af 
being on independently maneuverable platforms. To design a Fighter; you first 
pich the Direct Fire tUeapon you uuant it to carry an the Fighter Tab. Then you 
pich a chassis and any modifications you uuant on to add ta the base. 

CRmeiS TP: there is no one “best" weapon. For every weapon in your arsenal, there Is a potential 
defense. The key is to analyze your enemled ships to see where they are weak, then build ships to take 
the greatest advantage of that weakness. If they mainly have weapons that work at short range, perhaps 
you// want to build up weapons that can engage them while theye too far away to use their good stuff If 
they have weapons that penetrate shields very effectively, you may want to increase the shielding of 
your ships to compensate. The key is to outthink your enemy. 

ERGIRES PRREL 

There are tuuo types af Engines: i , ^ 

Sub-Light Engines and Jump Drives. ■ 

SUB-LIGHT EDGIRES 

Sub -Light Engines must be an every 
ship built, even orbitals. They provide 

primary pauuer for the ship, supporting all of its uueapons and athers systems and 
allauuing it to move. Sub-Light Engines are aniy useful uuithin a salar system. Ships 
uuith this type of engine can move during Space Combat but are never displayed 
an the Galactic map, since they can't move across interstellar distances. 

tUhen putting an Engine on a ship, fluto -Build aluuays assumes your vessel uuants 
to move at the maHimum speed available for the currently selected Sub-Light 
Engine technology. Thus, the default engine has a man speed of 500 Clear Space 
Units, fl Sub-Light Engine can be made less pouuerful, hauuever Slauuer speeds 
result in smaller engines, allauuing more space for cargo and other systems and 
reducing the overall cost of the vessel. 

jump DRIVES 

fl Jump Drive allouus a ship to move Faster Than Light, either across open 
space or along Jump Lanes. Unlihe Sub-Light Engines, Jump Drives aluuays 
tahe a set amount of hull space. Far a given technolagy level, all jump drives 
tahe the same percentage af hull space. FIs technolagies increase. Jump Drives 
go faster far less space. 

DEFERSE PRREL 

The Defense tab lets you allocate i i '^■'i 

Armor and Shields to your ship in 

order to heep it alive langer in cambat. ....i — 

These tuua systems uuarh hand in »nic ~ 

hand ta create a juggernaut that is 

nearly unstappable — at least, thats the theary. 
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RRmOR 

Armor is unique among ship systems in that it does not tahe up hull space, 
because its on the outside of the structure. Armor cuorhs in toio oiays: by 
deflecting looi-damage attachs and by absorbing damage that oiauld narmally 
go to vital internal systems. Once a piece af armor is hit, it vaporizes, so over 
time even a ship oiith heavy armar uuill lose its protection. 

SHIELDS 

Shields are camposed af taia parts, the Shield Technalogy and the Shield 
Generatar The larger the generator; the larger the amaunt of damage that 
can be absorbed by the shields. Hoiuever, shields are incapable of completely 
absorbing an attach. Here is hoar it uuorhs: 

UUhen an attach hits a ship, the first thing hit is the shields. The shields absarb 
a partion af the damage, uhile the remainder passes thraugh ta the armor 
The reduced damage may be taa cueah to dent the armor, in oihich case it is 
deflected harmlessly into space. Honjever; if the attach penetrates the armar; the 
damage gaes straight ta internal systems or toiuard general hull integrity. If a 
hull is damaged toa greatly, ar if toa many internal systems are incapacitated, 
the ship ijjill be destrayed. 

SHIP SPECIRLS PRI1EL 

Ship specials include various useful 
technologies such as Colany Bays, 

Outpast Pods, and electranic 
countermeasures. 

Colany Bays and Outpast Pads 
provide additional hull space to carry all of the supplies necessary for the 
construction of near colonies or outposts on other luorlds. naturally, these bath 
tahe up a large amaunt of hull space, thaugh Outpast Pads are much smaller 

£Cm (Electranic Cauntermeasures) helps the ship canfuse enemy targeting 
systems. ECCm (Electranic Counter-Countermeasures) helps breah through the 
ECm of opposing ships. 

SHIP COnSTRUCTIOn REQUIREmERTS 

There are certain hey requirements for ship construction, cuhich are autlined belacu. 

IDDUSTRV DER 

In arder to build any ships (interstellar or orbital), a planet must have at least 
ane Industry DEA (see Dominant Economic Rctivities, pg. 53). This uuill allauu 
all ships af hull sizes 1 thraugh 4 ("small ships") to be built at that planet. 

SHIPVRRD CRPRCITV 

To build ships uuith hull sizes greater than you must construct additional 
Shipyard Capacity on your planet. Shipyard Capacity increases are discovered 
via research and are represented by the ability ta build anather level of 
Shipyard Capacity ta a specific planet. These "buildings" are planetary in 
scape, and therefare are not located uuithin a specific DEA. 
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Each building canstructed to increase a planets Shipyard Capacity adds one 
(+ 1) to the moHimum hull size that can be built at that planet (so, if you have 
3 af these buildings on a planet, you can build up ta hull size 1, Cruisers and 
Heavy fflanitors). There are a total of 10 of these buildings that can be 
researched and built on a single planet (bringing hull sizes building limits up 
ta their manimum of 14). Unfortunately, each building casts progressively more 
than the previous one in both construction orrcf maintenance. Thus, you uuill 
not uuant to build all 10 of these Shipyard Capacity buildings an every planet 
(because af the maintenance overhead), but only on carefully selected planets 
that can be defended properly. 


THE ORIOn SECTOR PART Hill 

UIHO THRERTERS THE ORIORS? 


tJLiith the Antaran Sector silent and life- 
less, the Orian Sector seems to stand 
alane, unchallenged by the rest of the 
galany and facing only its ouun internal 
strife. But this vieuu is far from accurate. 



The neuu Brians may have rejected 
Antaran uuays, but they still remember 
their past. They hnouu that there are 
ather Elder Civilizations out there, 
someuuhere, and beyand them, samething 
else, deep in the Galactic Core, that is grauuing in pouuei; slouuly but surely. They 
hnouu that they cannat fight that menace nauu, uuith Antaran pouuer vanquished 
in an impassibly shart time periad. They need to rebuild, and the Orion Sector 
uuill be their fertile soil from uuhich they plan to grouu a neuu Hegemony. 


The Evon do not hnouu of their fflizara masters; they aniy hnouu of their divine 
mandate that tells them to enpand and canquer in the name af their gads. But 
the fflizara are still out there, and there is no telling uuhen they might come 
loohing for their harbingers. 


'ti 


The lacal Orian races see the immediate threat that the fleuu Orions pase, and 
hnauu that the Antarans have suffered same unidentified cataclysm. This is their 
ane chance to fight their oppressors and return ta independence and their 
enpansion inta the rest of the galany. 


The Humans da not hnouu that they are the failed and discarded remnants of an 
enperiment ta fight the Evon; they hnouu only that the Evan mahe them uneasy. 
They alsa da not hnouu that the final result af the Palarids' "Evan Hiller" praject, 
the Varahesh, are nearby, and they are preparing far an incursian into the Orion 
Sector to hunt douun the Evon and their allies. 


And finally, there are the Harvesters. 



EI1TER THE HARVESTERS 

Harvester Gamma uuas nat the only successful outcome of the Harvester Project. 
''.•I Another Rntoron lob hod engineered o semi -sentient Harvester (code-named 


■ Harvester Zeto) uuhich, though not os lethal and scjift os Harvester Gamma, had 
other advantages that the flntarans found intriguing. Harvester Zeta uuas much 
larger than the tiny, easily transmitted uuorm bodies of Harvester Gamma; it uuas 
designed to attach itself eHternally to a host body and live off of their mass for 
months at a time. Furthermore, Harvester Zeta uuas both sentient and sentience- 
absorbing — it could drain, process, and use the memories of its host for its ouun 
purposes. And, lacking a host. Harvester Zeta could survive for a longer period of 
time, even being capable of propelling itself in search of another host body and 
using base telepathic signals to paralyze its victims. 

Commander minoH Ch'therion uuas the chief research director of the Harvester 
Zeta facility, and had received confirmation from her superiors to manufacture 
; an army of them for several test runs. Houuever; the Harvester Gamma project 
then uuent amok, and fTlinaH uuisely isolated her facility until she could safely 
* :*' plan an escape. Eventually, once several hundred thousand units of her 
Harvesters uuere prepared, she loaded them up onto a military transport vessel 
and left for the Orion Sector There she uuitnessed the treachery of the "Aeuu 
, S Orions" as they turned their backs on Rntaran mandates and forged their ouun 
|.;f empire, minan released the Harvesters onto a Human outpost and let them 
i'll grouu and multiply and learn. She kneuu that soon there uuould be a vast army 
W of them, and that the Orion Sector uuould soon suffer for its insolence even as she 
assembled the perfect army to aid the true Rntorans, uuherever they might be. 

Of course, the Harvesters themselves uuere sentient, and soon evolved enough 
to develop their ouun plans and strategies for their development, plans that 
uuere not entirely in line uuith Rntaran doctrine. They called themselves the 
Ithkul, and sauu the rest of the Orion Sector as their feeding ground. 
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CHAPTER THIRTEEA; VICTORY COADITIOnS 


The victory conditions are the rules or definitions by uuhich you uuin the game. 
There are three conditions that you may select in order to uuin master of Orion 3, 
and each of them offers a different path to victory uuith their ouun unique 
approaches and strategies. 



Victory conditions are not mutually enclusive and you can have more than one 
condition set. UUhen more than one are selected, you may fulfill any one of 
them in order to uuin. 


' Be Elected to Lead the Orion Senate — The "subtle knife" of victory 
conditions, this requires that you use your skills as a negotiator and 
manipulator of both your people and other empires in order to hove the 
inhabitants of the Orion Sector see you os the chosen one uuho unites 
the squabbling factions and brings them together in peace. UJhiie this 
uuiil require you to take o feuu on the chin in order to be perceived os 
reasonable and rational, you should be ready to carry o big stick and 
suuing it UUhen needed. 


' Become the Sole Superpower— This victory condition leaves room 
for no one in the Orion sector encept you and your empire. All other 
empires must be completely destroyed or subjugated to your control to 
uuin the gome. 


' Uncover the Rntoron mystery — The most difficult and challenging of 
the victory conditions, this uuiil require you to use your skills in every 
area of the gome, from Technical innovation and invention to the ability 
to infiltrate another empire undetected. In addition, you uuiil need to send 
Task Forces on special missions of enploration into uncharted space 
(see Rntaran Enpeditions for further details). 


i 






CFirneR tip: There are dues scattered throughout the known galany that may increase the chances of 
discovering one or more of the Hs. 

Once youVe discovered on H, your scientists uuiil begin immediately to figure 
out houu to use it by starting o research project — the some uuoy os they do 
for other technologies. That H uuiil no longer be available to other empires, so 
protect it carefully. 


Hs can also be discovered through enplorotion of the knouun golOHy, through 
conquering another empire that has one of the Hs, or through espionage. 
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EinPIRE OVERVIEUI 

The empire overvieoi alloais you to ■ '»■' 

see at a glance the current state of ' 

your empire, os uuell os being able 

to compare yourself against other 

hnooin empires in the golany. The r?-. - 

level of hnocjleclge that you hove “ SST" 

about another empire, and the ^ ^ 

accuracy of that information, are j 

entirely dependent on your current \I|=====^=^B^H1B^^ 
diplomatic status plus your spies and " ^ Tf^ . T»gtT"*Tprr^m .T^T 
moles in that empire. Get those "blach ops" teams craching! 

EmPIRE FOR RRRLVSIS 

This gives you the top-level breahdouun of the empire that you uant to assess. 
To change oihich empire you aiant to eHomine, simply activate the drop-doun 
menu and select the appropriate empire. The empire's information uuill be 
brohen doom as folloais: 

poujergraph Ranh — tells you oihere the empire ranhs overall in the galany 
in terms of cumulative pouuer compared to other empires. This number is 
the sum total of hey attributes of that empire. It is a weighted composite of 
the folloaiing factors: 

• Population — Relative population of your species in the galany. Rote: 
population points in unrest or revolt, and those in militarily contested 
areas, are not counted. 

• Research — Level of advancement in the schools of Physical Sciences, 
Energy, and mathematics B Computers. 

• UJealth — Amount in the Imperial Treasury / 100. 

• military might — Total values of all military units., including total num- 
ber of hull sizes, counts of each type of army unit (oiith greater oieight 
given to the higher-level units), and planetary shields/bases. 

Species — Tells you oihat species the empire selected belongs to. 

Orian Senate Status — Shoois the empires current status and ranhing in the 
Orion Senate. 

Interest Rate — Gives the empire^ current interest rate on their finances. 

Gavernment Type — Shoais the empire^ current type of government. 

military Political Economy — Shouus the economic policy under oihich the 
empire is currently functioning. 

Forced Labor Policy — States ohat the empires current policy and stance is 
tooard Forced Labor; both organic and robotic. 



Heavy Foot of Government — Gives the current modifier shooing hoo much 
bureaucracy and governmental inefficiency is affecting the empire. 

Strongest RIlies — Lists the empires strongest military and political allies. 


UJorst Enemies — Lists the Empires soorn enemies and empires oith ohom it 
has ongoing conflicts. ■ 


Rules of Engagement Toujord Us — Shoos ohat the empires current policy ' 
is tooard yours in times of oar. (see Rules of Engagement definitions, pg. 122). L " 


Current Balance of flaval Forces — Compares the number of ships in your I 
empire oith the number of ships in the selected empire. Rote that this does not 
adjust for technology levels or hull sizes. / 

VOUR EinPIRE 

This panel tells you hoo your empire matches up to the selected empire in hey |V 
areas. If you see large inequities betoeen the too sides, its a good plan to L' , ■! 
either mahe friends oith them or mahe gains in the areas ohere youfe behind. '| ; ; 

In addition, this panel lets you select your Rules of Engagement tooard the r! 
selected empire. Choose these policies carefully, as violation of them in times of '■ 
oar or conflict can have serious repercussions in the Orion Senate, not to ivS ; 
mention other empires' perceptions of you. j ^ ' 

POUJERGRRPH RflflK — As oith the Selected Empire panel, this tells you hoo , ',‘.1- 
your empire ranhs overall in the galany in terms of cumulative pooer compared ^ 
to other empires. This is a oeighted composite of the Population, Research, ^ 
LUealth, and military might, as described earlier in this chapter ^ ^ 

CURRERT RELRTIOns — Shoos the current mutual level of trust and under- 
standing betoeen your empire and the selected empire. This ranges through a* 
many levels, ohich affect the decisions made by your diplomats. Listed from ' 
oorst to best, the values that can appear in this category are: L* 

• Feuding ^ 

• Loathing ■■ 

• Flateful 

• Jaundiced 

• Troubled 

• Tense 

• tJLIary 

• Uneasy 

• Reutral 

• Calm 

• Relaned 

• Peaceful 

• Cordial 

• Amiable 

• Friendly 

• Flarmonious 

• Solidarity 









Current Relations State — Shoujs your formally established diplomatic 
relationship cjlth the selected empire: This determines luhat is possible luith the 
other empire. If there is an Enforced Peace, there can be no oiar find Trade can 
only occur if there is a Trade Agreement betcueen the parties. 


no Contact 

The parties have never met 

EnForced Peace 

The parties oere previously at oar, but no longer 

Treotied 

There is a formal treaty of some sort in place 

no UJor, no Peace 

neutral relationship oith no formal ties 

Rt UJor 

Oar has been declared by one party or the other 


Casus Belli ujith Selected Empire — Lets you hnou uuhat your citizens thinh of 
the selected empire. If, for enample, they have made a pattern of using conquered 
Ethereans as forced labor units in another empire, and you are playing the 
Etherians, your people are more lihely than not going to have less-than-favorable 
opinions toaiard the selected empire and its people. This factor affects the actions 
of your military leaders and your diplomats. Its difficult to declare uuar oiith another 
empire if your people lihe them. And its equally hard to establish treaties oiith 
empires uuho they dislihe intensely. Attempts to act otheruise aiill tend to cause 
unrest in your empire. 

Unrest Level — Shoais the current relative state of unrest throughout your 
empire, negative numbers are good — the larger; the better — because they 
mean that there are many influences mahing your people happy. Positive 
numbers mean that there are more influences mahing your people unhappy 
than happy. This cjill require your immediate attention, since people uho are 
unhappy oiill tend to remain the same or only calm douun very slooily unless 
you intervene. 

Heavy Foot of Government — In the same fashion as in the Empire for 
Analysis panel, this gives the current modifier shouuing the entent to uuhich 
bureaucracy and governmental inefficiency are affecting your empire. 

Rules of Engagement with Selected Empire — The Pules of Engagement 
publicly state your military policy in times of cjar and conflict cjith a given empire. 
Select this policy oiith care; violations can affect not only your relations oith the 
selected empire, but also your status oith other empires and your standing in the 
Orion Senate. To select the rules of engagement tooard the selected empire, clich 
on the drop-doon menu and select the desired policy. These primarily influence 
the actions of your admirals in fleet combat. The policies are: 


Quiet Front 
Defensive Front 
Total UJor 


Don’t attach the other player 
Attach only if confronted 
Attach aliiiays 
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VICTORY COIIDITIOnS SCREEI1 

On this screen you'll see hoo close 
you are to oinning the game and 
hoo youfe doing in various areas of 
the game. You'll also be able to deploy 
and monitor the status of enpeditions 
searching for the lost Antaran As. 


Victory Conditions 

This panel lays out in blach and ohite 
(oi; more accurately, blach and light 



blue) hoo you are faring in the game and 






hoo close you are to proving that you are indeed the master of Orion. 


Senate President — Gives you the percentage of votes that you received in 
the last Orion Senate election. In order to oin oith this as one of your victory 
conditions, you must gain a majority of the votes in the senate, so get busy 
shahing hands and hissing babiesi Rote that some empires have more votes 
than others, particularly the Reo Orions, so this isn't as easy as it sounds. 


Rntaran Hs — Shoos the current number of Antaran Hs youVe acquired 
(see Antaran Enpeditions for further details). You need all five of these to oin 
oith this as one of your victory conditions. 


Vour Current Victory Point Score — The PooerQraph score for your empire. 


Victory Point Position — Your empireb comparative PooerQraph ranhing 
against all other empires in the galany. 
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Soie Survivor — Tells hoo many other players, both Al and human, are still in 
the game. If Sole Survivor is your victory condition, it is only ohen this number 
reaches zero that your empire oill oin the game. 


Currentiy Engoged in These UJors — This panel summarizes the empires 
oith ohom you are currently at oar On the left side of the panel you oill find 
the Empires name, and on the right side of the panel, you oill find the current 
Rules of Engagement oith that empire. This is a scrolling list and oill enpand as 
needed to shoo all current conflicts. 


RIlTRRRn EHPEDITIOnS 

THE SECRETS OF THE RnTORRO Hs 

Thousands of Galactic cycles ago, the Antarans overpooered the native Orion 
races and became ruthless tyrants that ruled the Orion sector It is rumored that 
the Antarans' hunger for domination of the Orion sector oas fueled by the 
ohispered tales that the original Orions had discovered the secrets to running a 
perfect civilization. The Antarans hneo oith these secrets in hand, they oould 
be an unstoppable force in the universe and that no one, not even one of the 
surviving Elder Races of Center One, oould be able to stop their complete 
domination. They tore apart the Orion Sector as they searched oith surgical 
precision and overohelming brutality. Then, suddenly, the population and 




civilization of the Rntorons simply vanished, leaving a handful of remaining 
flntarans to frantically repachage themselves in a hinder, gentler guise as 
the Real Orions. 
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no one, not even the remaining nntarans/neuu Orions, hnou uuhat happened 
to the majority of the flntaran population, or if they had successfully uncovered 
the rumored secrets of the original Orions. There are uuhispered rumors and 
tales houLiever that there ore five relics, that if found, cuill unloch not only the 
ancient secrets of pocuet; but also reveal the fate of the flntaran population. 
These relics have been dubbed the 'flntaran Hs; and are vieuued as either a 
fools tale spun out of belief over hnooiledge, or the missing hey to ruling the 
Orion sector 

In order to find these missing/mythical relics, you'll need to invest money, time 
and resources. Some of your efforts to find the Hs uuill need to be spent in 
enploration, aiar, espionage, and perhaps even diplomacy. Hocuever it is 
assumed that many of the Hs (if not all) are no longer in the Orion sector and 
have been spirited off into unenplored areas of the galany. In the flntaran 
£Hpeditions panel you oiill send tash forces out into both charted and uncharted 
space to try to find the flntaran Hs, as uell as monitor the progress of Tash 
Forces yout/e already deployed. 

seno fln RIITRRRn EKPEDITIOR — By cliching on the drop-douun menu, you 
can select the size of the Tash Force you cuish to send out. fl small tash force 
cjill cost less and be generated quichly, cjhereas a large Tash Force uuill be better 
equipped for the rigors of a long and perilous journey into the unhnouun. You as 
the player uuill need to carefully balance the cost versus the odds of survival. 
Once youVe selected the desired size, ciich the 'Deploy Enpedition' button to give 
the orders to your ships, fl Tash Force uuiil be assembled and dispatched. 

STRTUS OF EHPEDITIOns - Lets you hnouu the status, both good and bad, 
of the tash forces searching for the flntaran Hs. In this panel you uuill see a 
scrolling list. On the left are the Tash Forces currently searching for the 
flntaran Hs, organized by their size. On the right is a status report, letting 
you hnouu the current location of the Tash Force, houu it is holding up, and 
its current level of success. 






CHAPTER FOURTEEA: miLITRRV UAITS 

SHIP TRSK FORCE RSSEmBLV PRREL 

Tash Forces and Armies are formed, | 

modified, and disbanded via the Imperial 

Reserves. Designing Tash Forces is a 

very similar process to that of ship 

design and for a very logical reason. - ■■■■m 

UUhere a ship is an entity composed of _. IHnS 

various parts (Life Support, uueapons, _ SSSSSS 

shields, engines, and so forth), a Tash _ ■■ ■■■■ ^ = 

Force is an entity composed of various Jm—l 

ships (escorts, line ships, carriers, trans- f J 

ports, etc.). Just lihe every part on a ship has a function that contributes to the 
uuhole, so every ship in a Tash Force has a function that contributes to the uuhole. 

In many ujays a Tash Force is similar to a single ship. ULlhen a neuu Tash Force 
design is requested, your Leader automatically recommends a design based upon 
that Tash Forces mission. Lihe Ship Design, you don't have to start uuith a blanh 
screen and place every ship in it from the drauuing board up. Instead, you can tahe 
good suggestions and simply tuueah them to their satisfaction. 

The Reserves are uuhere all Ground Force Units and Starships go uuhen 
they are not actively mobilized in an Army or Tash Force. To see uuhat is 
currently in your Reserves, you open your Ground Force Creation screen or 
the Tash Force Creation screen. Units available to be added to a Tash Force 
or Army (depending on uuhich version of the screen you have gone into) are 
listed here. 

CRERTE R TRSK FORCE 

To create a Tash Force, first select the size of the desired Tash Force and the 
basic mission it uuill undertahe. These tuuo items determine the basic outline of 
uuhat ships need to be included. For instance, a Long Range Space Superiority 
Tash Force of Flotilla size must have at least 5 ships uuith the Long Range 
Space Superiority mission and cannot enceed 8 ships in size. The rules are 
listed in the information panel on this screen. 

ROD R SHIP TO R TRSK FORCE 

To put a ship into a Tash Force, select the ship under the Ship inventory section 
then either drag it onto the desired Tash Force Ring or ciich the Add This Ship 
button to have it automatically go to the correct ring. Repeat this until you have a 
Tash Force you are happy uuith, then hit the Accept button. Dote, that Transports 
require a separate step, since you must create a Ground Force as uuell. 

CRERTinC R REUJ TRSK FORCE 

Tash Forces can be created using any combination of ships already in the 
reserve and current ship designs. Ships placed in a Tash Force that have 
not yet been built (those based on current ship designs) are added to it once 
construction is completed. The Tash Force uuill be mobilized uuhen enough 
ships to satisfy all the rules for organizing are met. 





Tash Force Rings 

Every Tosh Force is composed of three groups, uuhich cue (loosely) term rings: 

• Core — This is cuhere the most important ships in the Tosh Force ore 
located, along aiith some of the ships assigned to protect them. 

• Escort Ring — This is the nent ring out from the core. 

• Picket Ring — This ring is the farthest from the core, and may vary in 
size depending on the circumstances. 


Ship Roles in o Tosh Force 

There ore three roles o ship con 


cjithin 0 Tosh Force, os folloais: 


• mission Ships ore located in the core, and hove o mission that is 
necessary in order to fulfill the Tosh Force mission. R colony Tosh Force 
might contain colony ships, outpost ships, enplorotion ships, and troop 
transports os mission ships, for instance. 

• Escorts ore located in the escort ring. Their job is to place themselves 
betuueen the mission ships and any threats, and protect the mission 
ships at oil costs. 

• Pickets ore located in the picket ring. These ore the Task Forces eyes 
and ears, ujhose job is to provide early detection and (occasionally) 
engagement of incoming threats. 

TASK FORCE TYPE 

The first thing you need to do oihen creating o necu Task Force is to set the 
Task Force type, aihich defines uhot types of ships ore olloaied in the Task 
Force and tells the leader ujhat types of actions to take in battle. In addition, o 
Task Force con be designated os o stealth Task Force. Click on the drop-doom 
list boH and moke your choice. 

TASK FORCE SIZE 

rieHt, you need to define the Task Forceb size. The various Task Force sizes ore 
listed beloo: 


InumBER OF SHIPS 

FORCE nmoE 1 

1-2 

Detachment 

3-^ 

Squadron 

5-8 

Flotilla 

3-16 

tUave 

17-32 

Pack 

33-6^ 

Armada 

mission 


1 Finally, you choose the type of Task Force you cjont. Only certain types of 
1 ships qualify to be mission ships for each Task Force mission. These restrictions 

1 ore os folloais: 


1 Colony Tosk Forces must contain at least one colony or outpost ship. They 
1 may also contain enplorotion, transport, and assault ships os mission ships. 
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Reconnaissance Task Forces may only contain reconnaissance and 
electronic ops (intelligence gatherer) ships os mission ships. 

flssauit Task Forces must contain at least one assault ship. They may also 
contain planetary bombardment ships os mission ships. 

Troop Transport Task Forces may only contain transport and assault ships 
os mission ships. 

indirect Fire Task Forces may only contain indirect fire ships os mission ships. 

Long Range Space Superiority Task Forces may only contain long-range 
attack, planet destroyer; and indirect fire ships os mission ships. 

Short Range Space Superiority Task Forces moy only contoin short-range 
attack, long-range attack, and indirect fire ships os mission ships. 

Carrier Space Superiority Task Forces may only contain carrier ships os 
mission ships. 

STEALTH TASK FORCES 

You con opt to create o Stealth Task Force by clicking on the Stealth checkbOH 
(this is in addition to its other functions, such os being o carrier or £Cm ship, or 
being either Short-Range Space Superiority, or Bombardment, or other Task 
Force designation.) 

For 0 Task Force, uhen this boH is thecked; oniy stealth ships uuill be permitted 
in it. If you try to manually odd ships to that Task Force, non -stealth ships cjill 
be grayed out. If o grayed -out ship is selected for inclusion in a Task Force, o 
cjorning message oiill tell you that if that ship is added to the Task Force, it oiill 
lose its stealth status and special capabilities. 

In combat, aihen o Task Force's name is listed (either oiith or oiithout its Flog 
icon), its name oiill end in on asterisk (*) if it is also a stealth Task Force. For 
eHomple, it the Tash Force dubbed Glorious motes were a stealth Tash Force, it 
would be listed everywhere as Glorious motes* to indicate its stealth status. 

RULES FOR TRSK FORCE CRERTIOI1 

Similar to shipbuilding, o panel on the Task Force Design screen states the 
design restrictions for o Task Force in the form of o dynamic checklist, fls critical 
ships ore added, the rule reminding you to odd those ships is checked off. R 
Task Force design ojill not be accepted that still has design rule violations. 

GEAERAL RULES 

First, oil ships in a Task Force must fill one of the standard roles: mission Ship, 
Escort, or Picket Ship. 

Second, o minimum of 5096 (rounded up) of the total number of ships in every 
Task Force must be mission ships. 
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Finally, larger Tash Forces require a minimum number of pichet ships, all of 
cjhich must be Reconnaissance ships. The rules oiill tell you enactly hooi many. 

TASK FORCE TYPE RULES 

If a Tash Force is designated a "Starship" Tash Force, all of the ships in it must 
be Starships (i.e., be equipped uuith Jump Drives). 

If a Tash Force is designated a "system" Tash Force, all of the ships in it must be 
Starships or system ships (i.e., be equipped aiith a star drive). Essentially, no 
orbital ships. 

If a Tash Force is designated a "Stealth" Tash Force, all of the ships in it must 
have a Cloahing Device. 

RinC RULES 

There are certain rules and restrictions for uhich ships can be placed in each of 
the three rings of a tash force (pichet, escort, and core) regardless of the Tash 
Forces mission and type. These are as folloois: 

• Pichet Ring — Only recon ships are allooied in the pichet ring. 

• Escort Ring — Or;/y long-range attach, short-range attach, and point 
defense ships are allooied in the Fscort Ring. 

• Core Group — Or?/y long-range attach, short-range attach, point 
defense, and mission ships are alloojed in the core. During combat, badly 
damaged ships from the outer rings may move into the core in an 
attempt to get out of the line of fire oihile conducting repairs. 

RDDinC RRD REmOVIRG SHIPS 

To odd ships: 

• Double-clich on a ship in the Reserves List to send it to its proper place 
in the Formation Boh display. 

• Select a ship from Reserves List and clich on the Add Selected button. 
You can Shift-clich on multiple ships and then clich on the Add Selected 
button to send them all to the Formation Boh display. 

• Select a ship from Reserves list and drag it over to the Formation Boh. 
You can also Shift-clich on multiple ships and then drag a bunch over to 
the Formation Boh. 

To remove ships: 

• Double-clich on o ship in the Formation Boh to send it to the Reserves List. 

• Select 0 ship from Formation Boh list and clich on the Remove Ship button. 
You con Shift-clich on multiple ships and then clich on the Remove Ship 
button to send them oil to the Reserves List. 


• Select 0 ship from the Formation Boh and drag it over to the Reserves 
list. You con also Shift-clich on multiple ships and drag to remove them. 




Once you ore happy uuith and hove o valid Tosh Force design, enter o name for 
it and then clich on the Accept Tosh Force button. Once confirmed, you uill 
automatically be tohen to the Tosh Force Deployment screen. 


RRmv FORniRTion RssemBLV prrel 

CREATE A GROUAD FORCE 

To create o Ground Force, you start 
from the Planetary level and select 
the military Tab. Then, select the 
Create Ground Force button on the 
bottom of the panel. This brings up 
the Ground Force Creation screen. As 
uith Tosh Forces, select the Size of 
the army you uish to create, then 
odd in appropriate units from the Unit 
Inventory to fill it in. Once this is com- 
plete hit Accept and the Ground Force is mobilized to the planet you began 
from. The enception to this is in Troop Transports. 


i! 




r 1 r — 1 jBCSSi 1 r -- >4 r»^— i r 


Although comprised of individual units (Grunts and Support units). Army 
Formations ore called up from the Reserve, maneuvered to on-mop locations, 
and brought up to strength uuith replacements os "formations:' This screen and 
interface functions in the enact some uuoy os Ship Tosh Force creation, only 
you ore assembling and mobilizing ground combat units. Lihe Ship Design, you 
don't hove to start uuith o blonh screen and place every Army in it from the 
drooling board up. Instead, you con tohe good suggestions and simply toeoh 
them to their satisfaction. 


Armies (and again, "Army" is the generic term used for discussion purposes of 
oil size ground unit formations) ore created and enomined in intimate detail on 
the Imperial Reserves screen. Flooevei; you begin the Army management 
process by defining ohot type of Army they oont on the drooing board. 


THE RULES OF ARmV CREATIOA 

Lihe Tosh Force creation, there ore certain rules that must be follooed ohen 
putting Grunts into Formations: 




TROOP TRAASPORTS 

Troop Transports ore created in o tuuo step process. Select the Create Ground 
Transport button on the Forces tab of the System screen. This uuill bring up 
the Ground Force Creation screen. Any Army mobilized on this version of the 
screen goes into o Troop Transport os opposed to o planet os normal. Once 
you confirm the Army moheup, you ore tohen to the Tosh Force Creation 
screen uuhere o Transport tosh force is being constructed to fit the size of the 
army you ore attempting to move. Hit accept on the Tosh Force Creation screen 
and the Tosh Force is mobilized in the system you ore creating it in. 
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• A formation of o certain size must contain no feuuer than the minimum 
or no more than the moHimum number of Grunts. Depending on its 


quality, it uill seeh a certain level of size betiueen the minimum and 
maHimum ujhen created and brought up to strength oiith replacements. 



• R formation cannot have more than 1/3 of its moHimum formation size 
as units of other than its type designatian. 


• R farmatian af a certain quality level must have a cadre of at least 5096 of 
that quality and that type of Grunt. Other Grunts In a unit of a different 
enperlence level will have their enperlence levels gradually altered over 
time to that of their formation. 

Similar to Tash Force creation, a panel on the Rrmy Formation Rssembly screen 
states the design restrictions for an Rrmy in the form of a dynamic chechlist. Rs 
Grunts are added, the rule reminding you to add those units is cheched off. Rn 
Rrmy design oiill not be accepted that still has design rule violatians. 

FORmflTion Tvpe 

The first thing yau uant ta do is set the formation^ "type" based on its domi- 
nant unit type (unit types define its general role in combat). Unit types include 
Infantry, marine, mobile, Rrmored and Battleoid. 

FORniRTIOn SIZE 

The neHt thing to do is to define that farmations size. Formations come in three 
selectable sizes, Rrmy, Corps, and Divisian. The size indicates the minimum and 
maHimum number of Grunts alloued in that single formation as follocjs: 

• Division — 2-4 Grunts + up to 1 Support unit 

• Corps — 5-15 Grunts + up to 3 Support units 

• Army — 16-40 Grunts + up to 9 Support units 

FORRIRTIOn QURLITV 

The final thing to do is to define that formations average quality level. These are: 

• Recruits — cheaper to maintain; cjill operate aiith the smallest number 
of units for their formation size. 

• Troined — average maintenance; oiill strive to operate oith the average 
number of units for their formation size. 

• Enperienced — above average maintenance; oill strive to operate oith 
7596 of the moHimum number of units for their formation size. 

• Veteran — high maintenance; all ground combat options; oill strive to 
operate at the manimum number af units for their formation size. 

• Crach and Elite — very high maintenance; all ground combat options; oill 
strive to operate at the manimum number af units for their formation size. 
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RDDinC RRD REmOVIRG RRmiES FROII1 FORRIRTIOnS 

Rdding and removing Rrmies from Formations oorhs the same oay as adding 
and removing ships from a Tash Force (see TasH Force Rssembly Section). 

Once you are happy oith and have a valid Rrmy Formation design, enter a 
name for it and then clich on the Rccept Formation button. Once confirmed, 
you oill automatically be tahen to the Rrmy Formation Deployment screen. 

RDDinC REPlRCEmERTS TO RR EHISTIRG RRIT1V FORITIRTIOn 

Rll deployed non-fTlilitia ground units (i.e., those not being built, in Reserve, or 
currently on a Tash Force; in other oords, those on a planet someohere "doing 
their duty") musf be part of an army formation. ULlhen a formation has suffered 
! attrition, it can be brought up to strength by simply "adding replacements" to it. 
By selecting this command for a specific army formatian, that farmation uill be 
sent a "detachment" of Grunts and Support units sufficient to bring it up to its 
preferred strength level (based on formation quality). The rules far receiving 
reinforcements are: 

• That enough Grunts of the formations type oiill be sent to re-establish 
its 2/3 type designation level, if necessary. 

• That enough Grunts of the formations designated quality (or higher) ojill 
be sent, if possible, to re-establish the 5096 cadre of at least that 
formations quality level, if necessary. 

Once the above tuuo restrictions are met, other replacement Grunts in the 
detachment uuill be pre-selected by the Rl. 

DISBRnOinC R FORmRTIOn 

ULlhen a formation is disbanded (i.e., voluntarily destroyed: this can only be 
done if it is on a non-besieged planet), ujhen it retreats aff a planet, or uuhen 
■ losses destroy its last Grunt unit type, that formatian is destroyed and removed 
from the roster Rny surviving components of the formation cuill uorh their uay 
bach to the Reserve. 


CHAPTER FIFTEEI1: COmORT 

111 hen a neu force enters a system or opposing forces enist there, the door to 
ship combot opens. 



Spoce combot in fT1003 tohes place in the space surrounding o single planet in a 
given solar system, including oil of its moons. Unlihe previous gomes in the fJlOO 
series, battles ore no longer conducted by large forces of independent ships. 
Instead, oil combat is controlled through the maneuvering of Tosh Forces, each 
of uuhich con contain up to 64 ships. In addition, fJlOOB combat tohes place in 
real time, rather than turn -based. 

Space combat aiill occur uhenever taio hostile or nonoligned fleets (each 
containing one or more Tosh Forces) ore located in the some solar system 
at the end of a given turn, more than one space combat con occur in o 
given system on the some turn, and each player con enperience more than 
one battle in the some turn (subject to the option settings mode at the start 
of the gome). It is the job of the Combat Scheduling screen to coordinate oil 
of these battles. 

There ore three phases to any battle in 171003. 

1. Fleet battles 

2. Planetary bombardment, if any 

3. Ground combat 


In order to land troops on a planet, you must first control the space around 
that planet by eliminating oil unfriendly forces from the system. This means 
that they must either retreat or be destroyed. Once this is accomplished you 
may bombard the planet, if you hove assigned that mission to any of your 
attaching forces. Then you con land troops on the planet and engage in 
ground combat. 

THE SPRCE COmBRT SCHEDULER SCREED 


tllhen 0 turn ends and space combat 
con occui; the Space Combat Scheduler 
screen oiili appear This screen lists each 
potential combat that you hnooi about 
(other players may see something 
different). For each battle, you may elect 
to participate directly or to ollouj your 
fleet admirals to fight the battle on your 
behalf. You con also elect to cuotch any 
of the battles that you see, acting os on 
observer uho cannot control the action. 





If you ore involved in o potential combat in o system oihere neither you nor the 
other empire hove any planets, your options ore os folloais: 


Intercept the Fleet 

Attach the other fleet. Combat liiill occur. 

Hold Position 

Stay bach and ujait to see if the other fleet attachs 
you. Combat uuill only occur if the other fieet seiects 
the intercept option. Otherujise, you both remain in the 
system but there is no space combat, neither side can 
colonize pianets in the system. 

If combat occurs in o location tuhere you hove o colony, your options ore: 

Intercept the Fleet 

Attach the other fieet. Combat liiiii occur. 

Defend the Plonet 

Same net effect as Floid Position, above. 

If combat occurs in o location oihere the opposing player has o colony, 
your options ore: 

Rssoult the Plonet 

Attach the other fieet. Combat uiii occur. 

Dlochode the Plonet 

Same net effect as Floid Position, above. 

If combat occurs in a location ohere both players hove colonies, your options ore: 

Rssoult the Plonet 

Attach the other fieet. Combat uiii occur. 

Hold Position 

Same net effect as Floid Position, above. 

Defend the Pionet 

Same net effect as Floid Position, above. 


If you just Luont to oiotch, select the tllotch button. You con select this option 
cjhether or not youfe one of the main players. 

Important note: Once you have decided to porticipate in any given battle, you may not participate in 
any of the battles that precede it in the iist. Be sure that you are oiiiling to let those previous battles be 
decided oiithout your participation before you accept a later battle. 

Once you hove decided cjhich battle to fight, you must cjoit until your opponent 
has also decided cuhot to do. If both players elect to participate and at least one 
has decided to attach, o head-to-head space combat sequence tuill begin. If one 
or the other decides to let it ploy out algorithmically, the other player aiill face 
on Rl opponent in battle. Rnd, if both elect not to participate, the battle aill be 
decided aith no human involvement. 

note: Players cnn elect ujhen starting a neuj game to limit the number of battles alloiijed per turn for any 
given player If more battles are scheduled than can be played, the human player ujill only be alloaied to 
participate in the designated number of battles before the nent turn begins automatically. Rll remaining 
battles liiill be fought by the fleet admirals automatically on behalf of the player. 

lllhen oil spoce combots ore completed for this turn, you moy see either the 
Planetary Bombardment Scheduler or the Ground Combat Schedulei; depending 
on the outcomes of the various battles. 
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SPRCE COmBRT 

THE OVERRRCHinG RULES OF SPRCE COmORT 

There are some simple, overarching 
rules you need to follooi uhen con- 
ducting Space Combat. These ore: 

• Each battle con hove o monimum 
of ta/o sides fighting concurrently. 

• There is o moHimum of 10 tosh 
forces per side (the "Command 
Limit"). If more tosh forces ore 
brought to bottle than con 
immediately participate due to the Command Limit, the entro forces 
ULiill not be able to participate. 

• Victory is declared ujhen only one side's forces remain in the combat 
(the opposition has been destroyed or has retreated), fl draoi aiill be 
declared if both sides ore still in the combat aihen time runs out or 
neither side has the ability to damage each other anymore. Rote that 
neither side con land colonists or create outposts on the nent turn if 
the outcome of the combat is o drouu. 

If more than tuo sides hove forces at o system, the earliest arriving forces cuill 
combat each other to completion cjith the victor^ surviving forces reorganizing 
betueen battles to face subsequent challengers that turn. 

commRnDinG vour forces in sprce coitibrt 

ULlhen fighting o space battle, you tohe on the role of the fleet admiral, directing 
your Tosh Forces and giving them orders as needed. In general, the captain of 
each Tosh Force is capable of maneuvering and fighting independently, and uuill 
only need periodic direction and high-level strategic help from the admiral. This 
frees you to cuotch the "big picture" of the battle and no longer concern yourself 
cjith the specific actions or status of individual ships. 

fit the start of o battle, each of your Tosh Forces aiill hove orders based on 
their primary mission. Short-range Rttoch ships, for enomple, aill attempt to 
close in on the enemy in order to tohe moHimum advantage of their poaerful 
short-range aeoponry. Carriers aill attempt to get in range and release their 
fighters, os aill those aith missile-bearing ships. 

fit any time, you may clich on o particular Tash Force to find out more information 
about its status and to give it nea orders. R five-sided selection indicator aill 
appear around that Tosh Force. If you select o single Tosh Force, detailed data aill 
be displayed in the right section of the Tosh Force Information panel. If you select o 
group of Tosh Forces, you'll see icons for each one along aith o "strength bar" 
depicting the percentage of original Tosh Force health for that set of ships. 


The orders you con issue to your Tosh Forces ore: 


move — Go to 0 particular location and stay nearby. Ships aill ovoid obstacles 
and try to maintain reasonable distance from opposing forces ahile moving to 


their destination. 


Rttoch — The Tosh Force aill attempt to maneuver to its optimal combat 
distance from the other unit or units, then attach. Targets con include Tosh 
Forces, orbitals, and planets. 


Potrol — The Tosh Force aill travel betaeen tao points repeatedly. It aill ovoid 
obstacles and try to maintain reasonable distance from opposing forces. 


Holt — This aill cause the Tosh Force to stop ahere it is. Since space combat, 
lihe naval combat, relies on moneuvei; this is o potentially rishy move. 


Retreat — If you decide to leave o battle, or to remove some of your Tosh 
Forces, use the Retreat command. This aill cause them to attempt to leave the 
field of battle, though of course the enemy may be able to get off some parting 
shots first. 


General Retreat — Use this button to cause oil of your surviving Tosh Forces 
to implement Retreat orders. 


SPRCE COmORT KEV COmmRRDS 


'[' Of Insert Key 
']' Of Page Up Key 
or Home Key 
'V Of End Key 
Hffouj Left Key 
Hffouj Right Key 
Hffouj Up Key 
Doan flrrouj Key 


Tab Key 
'Q' or 'fl' 

'm' or 'IH' 

'p' Of 'P' 

If or H' 

'f' Of 'R' 

'g' Of 'G' 

'z~ Of 'Z' 

T or T 
V' or 'V' 
Return Key 

T 

■ 2 ' 


Camera Rotate Left 

Camera Rotate Right 

Camera Tiit Bach 

Camera Tiit Foraard 

Camera Scroii Left 

Camera Scroii Right 

Camera Scroii Up 

Camera Scroii Doiiin 

Camera Zoom in 

Camera Zoom Out 

Foiioiii Seiected Tash Force Toggie 

Rttoch 

move 

Patroi 

Flold Position 

Retreat 

Toggle Green Grid 

Toggie hey Scroii Sujitch 

Toggie Tosh Force indicators 

Toggle VoHei Ships 

Center Camera on Center of GoloHy 

Go To Group 1 

Go To Group 2 





KEVBORRD SHORTCUT (COnTinUED) 

RCTIOn 

3' 

Go To Group 3 

■4' 

Go To Group 4 

■S’ 

Go To Group 5 

■6' 

Go To Group 6 

T 

Go To Group 7 

■B’ 

Go To Group 8 

S' 

Go To Group 9 

0' 

Go To Group 10 


IF vou DO noT ISSUE R KEVBORRD commRno 

• Right-clich on a friendly unit issues a move command 

• Right-clich on a neutral unit issues a mave cammand 

• Right-clich on an enemy unit issues an attach cammand 

• Right-clich on open space issues a mave command 

• Left-clich an a friendly unit selects that unit and deselects the currently 
selected units. 

• Left-clich an a single neutral unit selects that unit and deselects the 
currently selected units. 

• Left-clich an a single enemy unit selects that unit and deselects the 
currently selected units. 

• Left-clich an open space does nothing. 

• Lasso a single friendly unit is the same as a left-clich. 

• Lasso a single neutral unit is the same as a left-clich. 

• Lasso a single enemy unit is the same as a left-clich. 

• Lasso on a point in space is the same as a left-clich. 

• Lasso on a group of friendly units selects those units and deselects the 
currently selected units. 

• Lasso on a group of neutral units selects those units and deselects the 
currently selected units. 

• Lasso on a group of enemy units selects those units and deselects the 
currently selected units. 


• Lasso on a group of mined units selects the friendly units and deselects 
the currently selected units. 






IF VOU ISSUE RR RTTRCK KEVQORRD COITIlIIRnD 

• Left-clich an a friendly unit does nothing. 


' Left-clich on a single neutral unit daes nothing. 


' Left-clich on a single enemy unit issues an attach command to all the 
currently selected friendly units. 


' Left-clich an a point in space issues an attach that space command to 
all the currently selected friendly units. 


' Lasso a single friendly unit is the same as left-clich. 


' Lasso a single neutral unit is the same as left-clich. 


' Lasso a single enemy unit is the same as a left-clich 


' Lasso on a point in space does nothing. 


' Lasso on a group of friendly units is the same as a left-clich. 


' Lasso on a group of neutral units is the same as a left-clich. 


' Lasso on a group of enemy units issues an attach cammand ta all the 
currently selected friendly units. 


IF VOU ISSUE R movE KEVBORRD commRno 

• tUherever yau clich, it maves to. 


HOTKEV/mOUSE RCTIOR EFFECTS 

note: The belooi actions only luorh oiith friendly units, otheruise consider the 
action as if yau just did a mause clich. 


' Left-dauble-cliching on a tashforce cjill select all tashfarces luith the 
same mission. 


' Holding doom CRTRL and left-cliching on a tashforce oiill mimic a 
double clich. 


■ Holding doom SHIFT and left-cliching on a unit that is already selected 
aiill deselect it. 




' Lasso on a group of mined units issues an attach (enemies) command to 
all the currently selected friendly units. 


' Halding doom SHIFT and left-cliching on a unit oiill add it ta the graup af 
currently selected units. 


• manimum number af tash forces per side is 10. 

• The Esc hey oiorhs lihe undo. 


THE PLRRETRRV BOmBRRDmEIlT SCHEDULER SCREER 


I Once space combat is over; you may 
* be aoiarded the opportunity to bom- 
: bard the enemy planet. In order for 
this to occui; you must have space 
superiority around the planet at the 
, end of the space combat phase (all 
■ combats betcueen all players must be 
completed, and you must still have 
surviving ships in that system). 

Your options are as folloois: 






fli Control Let the Rl handle the bombardment for you. 

Control Combat Tahe control of the bombardment phase yourself. 


tUhen you have made your selection, clich the Commit button. 


Once all of the bombardments are 
completed, you aiill proceed to the 
Ground Combat Scheduler if there are 
any ground combats pending, 
Otherujise, play tuill proceed to the 
nent turn. 

PLRRETRRV BOmBRRDITIEnT 

ULlhen you control the combat, you 
have the follouuing options: 



Destroy Planet 

Destroy the planet, if you have a device capable of doing so 
(Stellar Converter). 

Bombard Planet 

employs 2596 of your lueapons strength (bombs, beam 
ujeapons, etc.) against the planet. LUhen gouVe selected this 


four times, you cannot select it again. 

Unload Hll Ordnance 

Fires all ujeapons at the planet, naturally, you can only 
choose this once. 

Drop Troops 

Drops 2596 of your troop strength on the planet. LUhen 
youVe selected this four times, you cannot select it again. 

Drop Hll Troops 

Drops all troops on the planet, naturally, you can only 
choose this once. 


The battle report uuill shooi the level of damage that you have inflicted on the 
remaining amount of buildings and population. Details oiill be shoun in the 
Battle Report panel. 


THE GROURD COmBRT SCHEDULER SCREER 

Once space combat and any bom- 
bardments are completed, you may 
have the opportunity to fight ground 
battles on one or more planets. In 
order for this to occur; you must have 
ground forces on a planet uhere 
another hostile or nonaligned player 
also has ground forces. 

Dote that ground battles can last for 
more than one turn, so you may find 
yourself facing the continuation of a land battle from a previous turn. 

Your options in the Ground Combat Scheduler are as folloujs: 

HI Control Let the Rl handle the battle for you. 

Control Combat Tahe control of the battle yourself. 
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ULlhen you have made your selection, clich the Commit button. 

Once all ground combats are completed, play tuill proceed to the nent turn. 


GROURD COmBRT 


ULlhen you control the combat, your 
tuill see a detailed summary of your 
forces and the opposing forces on the 
planet. You have the follotuing options: 

Battle Intensity 

• High — faster resolution, 
more casualties 

• Lotu — slotuer but safer for 
your forces 



lUeapons Ruthorization 

flilotus or prevents the use of tueapons of mass destruction: Rucleai; Biological, 
or Chemical. 


Collateral Damage 

• High — don't tuorry about hilling population points or destroying structures 


Average — pursue battle at the desired level of intensity, but try not to 
do any more damage than necessary 


• Looi — give higher priority to safeguarding the population and structures 
than to pursuing combat. This is probably the selection you'll choose 
aihen defending your home planet. 





Finally, you must choose o battle plan from the follooiing list. Rote that you cjill ; 
only see listed here the battle plans aihich your current leader is capable of 
eHecuting. This means that some of these items may not appear: 

Surrender 

Give up: relinquish controi of the planet ' 

massed Rssault 

The Charge of the Light Brigade: rishy but 
sometimes effective 

Vertical Envelapment 

Use flying units to deploy behind enemy lines 

Pranged Attach 

Split your forces and try to get them from the sides 

Sweep 

Siiieep all of your forces around to one side 

Prabe 

Send a small force to infiltrate theirs 

Harass 

Send small forces to attach, luithout enposing your main 
troops 

Echelan 

Line up in a series of attach groups 

Rttritian 

Rttach ijjith modest numbers of forces, and try to wear 
them down 

Flanh 

Try to get some of your forces around their bach or 
sides, so you can gain tactical advantage 

maneuver 

heep moving and mahe yourself hard to get 

Limited Resistance 

Fight bach, but not aggressively. Protect yourself 

Feint 

Pretend to give battle in one place while actually send- 
ing the majority of your forces elsewhere 

Ruse 

Confuse the enemy with misinformation 

Surprise 

Rttach very suddenly and hope to gain enough of an j 
advantage to turn the tide 

Trap 

Pretend to fall bach, then spring a trap on the enemy I 

Divide 

Drive forcefully up the middle of the enemy formations, 
attempting to divide and demoralize them f; 

Single Line 

Line up in a single, broad attach line ^ 

Spread out your defenses to mahe them harder to tahe 
out completely j 

Spread Defense 

Retreat 

Bach away, cautiously ]' 

Fighting UJithdrauj 

Fight aggressively, but heep moving bach and trying to r 
preserve your strength [ 

Rmbush 

Rttempt to surprise the enemy by luring them into an I 
area and then aggressively attaching I 

Your opponent oiill hove a similar set of choices. £och has its strengths and its 
cueahnesses against the others. Rs the commander of your forces, it is your 
responsibility to select the most appropriate battle plan, tohing into account your 
ooin strengths and the lihely selection that ujill be mode by your opponent. 

Once youVe both decided cuhot to do, combat aiill ensue. You'll hear radio 
transmissions from your commanders, describing the details of the battle, 
and you'll see each side's combat losses displayed os you fight. 

The uuinner is the one aiho has eliminated enemy forces completely from the 
planet. If oil forces of both sides ore eliminated, the result is o drouj. 
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